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W hen we ran the śtem on the 
KI LLER garnę in the last 
issue of FM, we had no idea 
that we would receive so swift a 
response, and in so unexpected a 
way, Talk about a sophomoric caperl 
A California State University 
sophomore on an assassination 
gamę outing at night(!!!) is hailed by a 
cop who. of course, was not in on the 
gamę. And what does this bright lad 
do? He points a plastic replica of an 
automatic rifle at the iawman! Now 
you know how real these things can 
look at a distance ever in daylight. 
Naturally, our sophomore takes a 
very real butlet in the ehest, 

Mind you, dear readers, this is not 
yet another plot for a XV show. This 
is the real McCoy, sent to us in the 
form of a clipping from the San Frań - 
Cisco Chronicie . The opening 
paragraph read: 

ł in the aftermath of a week¬ 
end shooting of a California 
State University sophomore by 
a campus poiieeman, a college 
officiat pleaded with students 
to stop playing a bizzarre gamę 
sweeping the campuses." 

A week later, network TV picked up 
on the story and it seems that the In- 
cident at CSU, although the most 
serious, was not the only one, This 
raises a serious question about the 
en tire violence oriented business of 
games, movies and te]evision. 

We live in a yiolence oriented socie¬ 
ty and it is the media who must take 
the rap for it! Billy the Kid, John 
Wesley Hardin and John Dihinger 
were killers who have been cast into 
the roles of folk heroes, By whom? 
And the men who brought these men 
to book are either virtually unknown 
or, as in the ease of Pat Garrett (he did 
in the Kid), they have even been cast 
in the role of the yillain, Now who 
madę things eonie out that way? The 
media, that T s who. And it began way 
back when, in the days of Ned 
Buntline, who tumed a neat buck at 
it. And in those days you even had to 
make an effort to read about it, it 
wasn't thrown at you from the tubę, 
Is there a difference between Matt 
Dillon facing down a villain and Star- 
sky and Hutch waving their artUlery 
arotmd while theyTe not busy chas- 
ing the same bionde? Is there a dif- 
ference between Sir Ivanhoe wielding 
his battleaxe and Coogan exhibiting 
Magnum Force? Is there a difference 
between DUNGEONS AND DRAG- 
ONS and KILLER? I think sol A guru 
with 700 credits in psychology might 
want to give me a dissertation to 
the contrary, but he won't sell me a 
niekle T s worth of his jabberwocky. 


It is often said that man has an in- 
herent spirit of aggressiveness and a 
thirst for power, by whichever means 
these may be expressed. This thirst 
for power may reach no further than 
into his persona! relationships, If it 
caiLt even find an occasional expres- 
sion there, it wali retreat into his fan- 
tasies. Oh dear. Here we are! Fan- 
tasies! Aggressiveness! Power! Here 
we certainly have the ingredients for 
vio lence. 

But violence finds expression in 
many ways. Even in our all-American 
sports; this may rangę from Billy 
Martin kicking sand on to the um- 
pires shoes to Professional goons- 
quads using their hockey sticks on 
each other instead of the puck, 

Games are contests for 
supremacy. Where there are win- 
ners, there will be losers. Contests 
also beget vio lence, But there are 
degrees of violence, both in intensity 
and naturę, It reąuires a giant leap of 
imagination to translate a wicked 
witch or a soreerer into real life, It is 
just as far fetched to strap on a six- 
gun and swagger down Broadway in 
quest of an argument, The end can be 
swift and igonominious, It is even 
morę far-fetched to implement the 
fantasy of tuming a Napoleonie bat- 
talion or a Panzer division ioose on 
Des Moines, Iowa. 

So what about games like KILLER. 
KAOS and DARTWARS? Did the 
adolescent minds of John Lennon ł s 
assassin and the dolt who was less 
successful with the president (only 
because the latter was better pro- 
tected) ever become exposed to these 
games, Or did the would-be presiden- 
tial assassin fali because he lacked 
the training a gamę like this could 
have afforded him? 

Will games such as these infect 
sick minds, which then will walk 
around like loaded guns, waiting to 
be triggered by some even sicker fan¬ 
tasy. We have already suffered at the 
hands of semi-inteltectual nitwits 
who have offered us violence under 
the delusion that their methods 
would bring a gift of who knows what 
to mankind and civilization. 

Stick to pushing armies around, 
fight Richthofen^ War, let the Em¬ 
pire Strike Back, wield magie swords, 
cast spells, foil the dragon, 
but—homo sapiens—beware of the 
assassin! There is nothing macho 
about himl He strikes from behind, at 
the unwary! He may be totally am- 
moral, he may be insane, but—he is 
never a hero! 


—RICHARD RIEHN 


SPACE AGE MODELING 
ONA BUDGET 

By STEPHEN PARADY 


S o, you've been bitten by the 
science fiction bug? You dream 
of building the biggest space 
cruiser ever to rival Darth Vader ł s fleet . 
or a morę modest starship to take your 
fantasies to the far ends of thegalaxy. or 
maybe just a backyard jaunt to the 
rings of Saturn. So you run down to 
your local hobby shop and look at the 
Plastruct catalog and Tamiya tank kits. 
One glance at the prices is as devastat- 
ing as a laser blast between the eyes. 

Weil, Space Cadets. take hced. Your 
own space program needn'L suffer the 
same budget próbiems NASA always 
seems beset with. Though purists out 
there may scream “heresy,'* there are 
Iow cost alternatives to traditional 
modeling teehniques. 


DESIGNING A SPACE 
SHIP 

There are a few rui es I Iike to fol Iow to 
make a believable looking spaceship, 
Whether you follow them or not is a 
matter of persona! taste, but there is 
one thing I feel will help the spaceship 
designer most. RESEARCH! That 
doesn t mean you need an industrial 
engineering degree, but you should 
look at a lot of pictures, Star log T s Photo 
Guidebook to Spaceships is a good 
place to start. So are art books with pic- 
tures by Chris Foss, Ralph McQuarry. 
Ron Cobb, Chesley Bonestell and 
Robert McCail. Look through back 
issues of Auiation Wee/c and Space 
Technology which are loaded with 


photos of modern aircraft, missiles and 
space hardware. Search through 
catalogs of industrial machinery, en- 
cyclopedias and the marvelous Jan es 
catalogs of Fighting Ships and Aircraft. 
The morę you learn about ho w 
machinery looks and ho w form follows 
function the morę realistic your 
spacecraft designs will be. 

Nearly as important is to learn the 
basie principles of space travel. Getting 
from planet to planet reąuires tremen- 
dous changes in velocity, This is known 
in spaceflightjargon as “Delta V.“ This 
means rocket powered vehieles need to 
carry lots of reaction mass, which 
means big fuel tanks. Very few fantasy 
ships I have seen seem to have room for 
any fuel at all. Ships designed to enter 



The Genmet ship, from the award-wLnning film, Astroids. 
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planetary atmospheres should be sleek 
and aerodynamic looking and have 
some kind of heat shield to protect the 
ship during re-entry. Such vehicles 
should be free of antennas and append- 
ages which would soon break off and 
burn up on contact with a dense at- 
mosphere. Interp lane tary craft need 
not have smooth, sleek skins to operate 
in the vacuum of space and would be 
built as Hghtweight as possible to con- 
serve precious fuel. If your crew is going 
to spend much time in space, your 
ship T s iiving ąuarters will need 
shielding frorn cosmic radiation, 

Sketch your designs on graph paper 
as carcfuliy as possible, keeping a eon- 
stant scalę to any objects you may use 
in construction, You don ł t have to be a 
great artist or draftsman to do this, be- 
cause no one bas to see your plans but 
yourself. The morę you have planned 
out in advance, the easier it is to build a 
convincing looking model. 

MODELING SUPPLIES— 
CHEAPER THAN YOU 
THINK 

Since crafts designed to Oy soldy in 
the vacuum of space don T t need sleek 
aerodynamics, they can be virtually 
any shape, Therefore, virtually any ob¬ 
jęci can become a space ship! Look 
around your attic. basement and kit- 
chen. You will find many wood, metal 
and piastic objects to incorporate into 
your designs. Plastic soda pop and soap 
bottles, disposable plastic cups, plates, 
toothpicks, all can be used with a little 
imagination and modification. Visit 
your local Five and Ten, often they 
have kitchenand hardware su pplies on 
sale at rock*bottom prices* 

If there s one in your area, visit a 
plastics supply house. (Look in the 
Yellow Pages.) Often you ean find sheet 
styrene and plexiglass at prices far 
belo w ihose in hobby Stores. Ask to look 
through their trash. I have found vast 
ąuantities of scrap this way, all I could 
cart away for Iree. 

Make a habit of attending yard sal es 
and church rummage sales. Soon you 
will develop an eye for the odd shapes of 
kniek knaeks and old toys pcrfect for 
your hobby. One notę: Stay away frorn 
soft polyethelene and polypropolene 
plastics as paint and cement won T t 
stiek lo these materials, 

If you're not too proud, visit the town 
dump, It's really amazing to see what 
unimaginative people throwaway! Clip 
the eomponenis out of old radio and 
television chassis, as these make great 
surface details. 

CONSTRUCTION HINTS 

It helps to plan your construction 
thoroughly. Many of the models I build 
are quite large and are meant to be 
photographed for slide shows and 
amateur film projeets. Often these 



The Re pub lic, a Coke bottle-coffee filter mail ship from Starship 
Express<, a slide show. 



The Forest J, Ackerman, a five-foot long early and ambitious ef- 
fort by the author. 









models have worki ng lights, fiber op- 
tics, movable doors, landing gear and 
gun turrets. Believe me, it ł s much 
easier to work out the design of these 
detai Is first rather than tear your model 
half apart to fit in a lighting system. 

Since you will be using many types of 
matenals in your model you will need 
various types of glues, Styrene model 
cement works on a limited number of 
piast ics, so you will also need epoxy, 
“super glueT Elmeris and a good all 
purpose household cement such as 
Duco or Weld-It. I prefer Weld-It 
because il dries quickly T sticks to 
almost anything and is fairly strong for 
a solvent based cement. Epoxies are 
much stronger cements and should be 
used to hołd major assemblies togę the r 
and any load bearing joints. Epoxies 
sufler from a long setting time (five min- 
utes to half an hour) and are messy to 
use, but are worth łeaming to use prop- 
erly, Elmer's or wbite glue works only 


on porous matenals such as wood, 
cardboard and paper, 

You may think you need a lot of tools 
to work with all these varied materials, 
but I get by with just a few. You can 
start out with just a coping saw, Exacto 
knife, ruler and pencii. You can buy all 
that for about five dollars. Other tools 
you will want eventually are needle 
nosed pliers, screwdrivers, drill and 
drill bits, sand paper and files. 

If you like to build largc modelsover a 
foot in length. one versatile materiał 
you may want to use is foam core 
board. This is a lightweight styrofoam 
sheet covered on both sides with a 
heavy high ąuality paper. It is available 
at art supply Stores for about lbur 
dollars for a ąuarter inch by Iwo foot by 
three foot sheet. It is easy to cut with an 
Exacto knife, can be cemented together 
with white glue and is very strong and 
stiff for its weight. Details and paneling 
can attached to its surface with most 


glues. Most paints take to it quite wcll, 
but avoid water based paints which can 
wrinkle the surface. 

If you are using commonplace items 
for your models disguise Ihem as 
thoroughly as possible. Cut them into 
pieces. tum them upside down, cover 
them with paneling and surface de taił. 
Attach one i tern to an other so that they 
blend together and form a different 
shape. Nothing can be morę embar- 
rassing than to have a perfect stranger 
take a quick glance at your model and 
tell you it's tnade of plastie cups and 
flower pots. 

The same goes for surface detailing, 
Too often I see models where the sur- 
faces are randomly covered with parts 
from old model kits. cspecially from 
tanks and X-wing fighters. Now it’s 
O.K. to use model parts, l do it all the 
time. Just be creative about it. Look at 
photos of battleships, aireraft, oil 
refineries and other large eon struć- 




Dragonfire, a conversion from an F-104, 

Over: The Boris Strugatski, a Russian exp!oration ship. Inset: the Shark Interceptor. 


10 FANTASYMODEUNG/Ył 






tions. Ali that surface detali bas some 
kind of function, Now go back and cut 
those modd parts into less recogniz- 
able shapes and altach tbem to your 
model in pat tern s that look to you like 
sensor arrays. pressurization tanks. 
engineering access panels, retro 
rockets and so on, Repeating patterns 
of surface detali can aiso help give your 
model that "realistic ,T look. 

You don T t need an expensive air- 
brush to paint your modcls. I have one 
but I hardly ever use U, Spray paints 
work quite well for most purposes, 1 like 
to give my modełs a primer coat of fiat 
wbite, gray primer or aluminum. This 
covers the variouscolorsot the materiaJs 
used in constmction and gives a nice 
neutral color to apply the finał paint 
coats to. It s amazing how the hodge- 
podge of shapes and colors blend into a 
unified form w hen painted. After the 
primer coat bas thoroughly dried, add 
the finaJ color, Two or three coats 
should sufTiee. Be surę to read thedirec- 
tions on the can before doing any spray 
painting! 1 almost ałways buy the large 
cans of spray paint from a department 
or paint storę as they are far morę 
economlcal than the smali cans 
available in hobby Stores. 

After the paints dry thoroughly. add 
detail witli a fine brush and enamel 
model paints. Extra fine detallsand ad- 
ditional panel ing can often be added us- 
ing a sharp pencil and ruler. Weather- 
ing and dirtying can then be added. 
One techniąue is to brush on heavily 
thinned enamel paint, wiping off ex* 
cess with a thinner moistened tissue. 
Another is to lightJy spray fiat black 
paint through a tempiąte cut into a 
piece of eardboard. Experiment with 
different techniąues until you get the 
effects you want. 

Hub offletteringsuch as Letraset are 
ideał for adding namesand numbers to 
your creations, Letraset is available in 
art and Office supply Stores and costs 
about four dollars per sheet. One sheet 
can provide enough letters for dozens of 
mod els. 

Finally. give your ship a coat of elear 
gloss or fiat spray to protect it from 
handling and scratching. 

The most important secrei to suc- 
cessful model building is this: Use 
liberał amounts of imagination and im 
genui ty, Dorf t be afraid to experirnent 
with new techniąues, because thafs 
half the fun. 

Stephen Parady is a film maker and 
model buitder from Waltham, 
Massachusetts. He displays space 
ship modets at science fiction eon - 
uentions and educational space ex- 
hibits. Some of his models hai^e been 
used in slide shows andfdms pro- 
duced Jor the L-5 Society. His film 
"Asteroid" recently won third prize 
in the 1981 CINEMAGIC-S VA Short 
Film Search , ■ 



GREETINGS, Fangorians! 
This is The THING speaking 
to you from the RANCID 
DEPTHS of DUNGEON *5. 
For about TWO MINUTES, I 4 ve 
been granted a DIRECT LINĘ 
to the land of the living / 
to tell you— 


1. The MOST IMPORTANT reason is that you ł ll be getting 
news, reviews and contests cooked up by yours truły the 
Thing t in the subscriber-only “CASTLE FANGOR 
NEWSLETTER * *—a vailable nowhere else! 

2* SAVE MONEY— eight issues of FANGORIA (one fuli 
year) would cost you $18.00 at newsstands. Subscriptions 
cost only$13,98! That's a saving of over 15%! 

3. FREE CLASSIFIED AD— Make friends and influence 
people in whatever weird way you like (as long as youYe not 
selling anything) in your own little piece of FANGORIA—a 
three-iine, non-commercial ad—ABSOLUTELY FREE , 

4* 9PECIAL DISCOUNTSI Discounts on back issues and 
other merehandise of vitai importance to Fangorians have 
been privately offered to subscribers over the past 
year—don’t miss our next offerltl 

5* FANGORIA IT5ELFII1 The magazine worth a king*s 
ransoml The only magazine covering your favorite terrors 
in-depth T in color, and without using the word 1Ł lensed M 
when we mean "filmedl" Delivered straight to YOUR DOORI11I 


TURTHER DELAY could be 
DANGEROUS to your 
. FUTURĘ WELL-BEING! 
SEND YOUR ORDER NOWt 


Send cash, check or money order to: 


FANGORIA, FA17, 475 Park Ave. South, Now York, NY10016 


IO This is a renewal ot my current sub- 
: scriptioa and I have enclosed my mail- 

ing labeł along with payment. 

Enclosed $13.98 (for subscription or renewal) 
$17.98 One year forelgn surface 

Total: $ 

NAME 
ADDRESS 
CITY 
[STATE 



FREE CLASSIFIED LISTING: {3 lines) 
(limit: 45 characters per linę) 
(Non-commercial, non-profit only!) 


NOTĘ: Your Ires listing wili appear in the 
next available issue of FANGORIA. Space 
limilatfons rraay force Jatę listings into nexi 
issue First come, first served. 
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Beauty in the Beast 

By WILLIAM G, SWENSON 



Calibos 15 turned into a monster and shown out of the city because he dared 
to offend the gods in Ctash of the Titans, 


T he mythologies of many diilerent 
peoples abound with numerous, 
powerfuL unusual creatures 
whose forms and features easily terrify 
mere mortaJs. In the morę developed, 
later mythologies of Western Man, the 
slories behind these beasts and their 
subseąuent roles arc complex, infor- 
mative, and faseinating. 

The findings ofarcheologists, pal eon- 
tologists, psychologists. his tona ns, and 
mythologists show that from the very 
beginning of mans experiences, there 
was a stronger relationship between 
man and animal than simply that of the 
hunter and the hunted, In a period that 
began about thirty-five thousand years 
ago and. as some would suggest, has 
not yet ended, man has recorded his di- 
verse experiences with the animal 
world, and in these expressions we can 
see the men tal, morał, and spiritual 
growth of the hu man kind. 

At first, paleolithic man survived as 
he learned to hunt the smaller animals 
and protect himself against the larger 
ones. Terrified by the awesome sizeand 
strength of some and sustained by the 
flesh, skins, and bon es of others, early 
groups of men felt the need to identify 
with speciflc animals as well as plant 
life to gain their particular strengths 
and life-sustaining ąualities. These 
flora and fauna served as totems for the 
smali tribes who ran the gamut from 
protecting their respective totem to kill- 
ing it in great abundance. Later paleo¬ 
lithic man. either to show his awe and 


wonder of these animals. or to control 
them through the use of homeopathic 
magie (e.g, drawing a woundcd animal 
on the cave waJl would guide the spear- 
heads during the next hunt, or pictur- 
ing a pregnant animal would insure a 
large herd to hunt the nextyear], left us 
the fascinating cave drawings and 
smali sta tu es of animals. At this time, 
from the Aurignacian Period on 
(35,000 B.C, to 27,000 B.C,] man began 
to see other forces at work in the pres- 
ence of these animals. Rooms in caves 
were set aside for the special placement 
of animal skulls and bones indicating 
that man was now iooking beyond him- 
self and the forces of naturę to under- 
stand his world as well as to find ways 
to control those aspects of life that 
seemed to be far beyond his limited 
powers. 

These new developments involving 
animal-based rituaJs during the Upper 
Paleolithic Period (25,000 B.C, to 
11,000 B.C.) led to the long, slow 
growth of what we cal) mylhology, 
Man's immediate needs led to the de- 
veiopment of rituals which, acted out in 
the eave or explalned by the leaders of 
magie (shamans, priests, witch doc- 
tors, etc.), became mans reality. By 
seeking to develop rituals or stylized 
behavior that explained areasand mys- 
teries such as the hunt. birth, death, 
and social roles and responsibilities. 
man submerged nagging questions, 
doubts, and fears beneath a complex 
development of rituals. By seeking an 


understanding of n atu rai phenomena 
through rituals, man carried out the 
first major purpose of mythology. 
Then, as man grew both in his knowl- 
edge of the world and in his ability to ex- 
plain the unknown through personifl- 
cation or abstraction, he developed a 
senes of ora! narratives to support or 
explain these rituals. In Urnę, under¬ 
standing and familiarity brought an 
end to many rituals. but the storiessup- 
porting them remained, becoming 
morę elaborate. morę varied, and morę 
valuable to each new generation as the 
means to enlightenment 
The growing sophistieadon of man is 
seen in the development of these stories 
that supported ritual. The unexplained 
but visible forces of naturę are seen in 
human terms. From earlier days man 
had developed the idea that the same 
force that worked within him to move 
him also was found in the plants and 
animals around him (animism). Thus. 
the forces of naturę could be seen as be- 
ing małe and female, living or dying, 
happy or sad. In this way the sun and 
alhembraeing sky became małe (pro- 
tective) and the moon and earth be- 
caine female (sourees of life, constantly 
changing, nourishing). From here, it is 
a short step to identify ing the forces of 
naturę and the ąualitiesof animals with 
human beings. This. along with the ev- 
er-inereasing cults of ancestor worship 
and the growing fear of the powers of 
the dead, may have given rise to man’s 
belief in the all-powerful gods who ruled 
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Left: Perseus (Harry Hamlin) conquers the Medasa in Cfash of the 
Titans ♦ 
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A Griffin confronts a Centaur in The Golden Yoyage oj Stnbad. 


The Dragon flying from his lair in the film, Dragonslayer. 

Right: A my Stic knight in Excalibur t the most recent Arthurian film* 


over aspects of naturę and could naw be 
associated with the dearly departed 
former leader s and mainstays of the 
growing group. 

Prom earliest tlmes* many of these 
respected tri bal leaders and oracles of 
wisdom were women who embraced 
and displayed those special powers in- 
herent in women. They brought forth 
new life like the earth. They physically 
changed their shape and went through 
cycles like the moon. Ali around paieo- 
li thic man certain a nim ais became as¬ 
sociated with women, These inciuded 
the cow T the snake, and the lion, which 
were identified with birth, strength, 
and the power of rebirth or resurree- 
tlon. Early statues of females ealled 
ł+ Venuses T ” about s\x to eight inches 
tali with gready exaggerated breasts 
and buttocks celebrating fertility, have 
been found in many habitations of the 
Aurignacian Period. 


However, as man entered the neolith- 
ic or New Stone Age, the greatest 
growth of settled societies began to take 
place in the Near East where early agri- 
cultural civilizations developed along 
matriarchal lines (c. 11,000 B.C.-4.0G0 
B.C.) and individual mythologies flour- 
ished. dominated by strong femaJe dei- 
des representing birth. wisdom. and 
order. From many sites throughout the 
Near East smali earthen figures repre¬ 
senting a triad of two female goddesses 
and a małe companion have been 
taken. These are interpreted to repre- 
sent the two living goddesses of the up- 
per world and the nether world along 
with their shared consort (notę the 
Greek tale of Aphrodite, Persephone, 
and Adonis). The ruling female divinity 
of these agrieultural societies comes 
down to us in the figures of Nidala 
(Sumer], Ninlil (Sumer), Ashtoreth (Ca- 
naan), Astarte (Canaan), Ishtar (Assyr- 


ia-Babylon), Tiamat (Babylon), and Isis- 
Hathor (Egypt). From the beginning 
the goddess is associated partieularly 
with the serpent (the cosmic serpent 
that rings the world appears in many 
different creaUon myths) and the co w. 
In la ter Greek mythology we see these 
infiuences in Hera, the “cow-eyed' 1 
spouse of Zeus; in Athene, the warrior 
goddess and protectress of Athens 
whose temples are often embellished 
with snakes; and in theall-knowingOr¬ 
acle of Apollo, the Pythian One, 
However, the riseand fali of these ear¬ 
ly Near Eastern cultures is markcd by 
the growing incursions of nomadic, bel- 
licose tribes from the North, tribes that 
were madę up of hunters who wor- 
shiped małe gods of hunUng prowess 
and strength, whose weapons were the 
flashing thunderboll the power of the 
buli and the lleetness of the eagle in 
fiighL The matriarcal societies were in 


conflict with the patriarchal and slowly, 
but surely, might became right. 
Through the processes of direct substi- 
tution, assimilation, adoption, and eon- 
frontation gods and goddesses com- 
ingled or fought, but the patriarcha] 
systems dominated and new mytholo- 
gies relfected the c hangę from female to 
małe dominance. In Greek mythology, 
which rellccted the influencesofearlier 
pre-Greek mythologies ineluding the 
Sumerian, the Babylonian, and the 
Cretan, we can see the patriarchal-ma¬ 
triarchat struggle in the repeated struga 
gles betwecn the dominant hero and 
the defeated serpent. Thus, Zeus se- 
eures the stability of his throne by de- 
feating the serpent Typhon 
(Tphyoeus); Apollo destroys the 
Python, and here the symbolic mytJi 
shows the serpent ecjuated with death 
and drought, sgawned from the mud of 
the Great Deluge and finally slain by the 
arrows (rays) of Apollo [the sun). In the 
richly developed stories of the House of 
Thebes, many see a historie myth de- 
pic ling the invasion of the matriarchaJ 
city of Thebes in Boetia [named for the 
co w) by the patriarcha] forces in the fig¬ 
urę of Oedipus, w ho solves the riddle of 
the Sphinx [a creature with the body of 
a winged lion and the face and breast of 
a woman), causes its destruction, and 


then unwittingly marries his mother. 
which leads to her downfall. The Greek 
hero Bel le rop bon rides Pegasus the 
winged horse to destory the Chimaera. 
a fantastic creature with a fire-breath- 
ing lions head, a goafs body. and a 
dragon's taił. Perseus, the epitome of 
the classic Greek hero. who is copied in 
form by most heroesof Western Litera¬ 
turę, slays the Gorgon Medusa, a 
powerful force in Greek life whose 
haunting, staring eyes and formidable 
snake-covered head adomed buildings 
and Greek shields. The sons of Borę u s 
(the North Wind) drive from the skies 
the dreaded Harpies—half-women, 
half-bird creatures—whose noisome 
breath befouled the food set before the 
hapless Phineas. 

The presence of these female mon¬ 
stera and creatures attests to the power 
and undying influence of eariy matri- 
archal goddesses. The mythologies of 
Greece, Bgypt, Sumer, and Canaan 
show the need for a male-dominated 
society to sccure its hołd upon ritual 
and supportive mythology by relegat- 
ing wanien to a subordinate role. In 
most cases, this role is to thrust chaos 
and disorder upon the new order. In the 
patriarcha] Hebrew story of creation, 
the subordinate £ve (resembling the 
earlier Greek Pandora) secures man's 


fali from immortality by offering Adam 
the appie profiered by the serpent. 
Once again. the earlier symbols are at 
work but for a different purpose. 

In addition to the patriarchakmatrk 
archal ri valry as a cause for the develop- 
ment of beasts in mythological tales, 
other explanations have been oflered 
and. given the naturę of mythological 
thought and its foundations in the hu- 
man psyche, one is safer weighing the 
nierits of ail explanaUons than cham¬ 
pion ing any one partie u lar hypothesis. 
Since totem animals were associated 
with paleolithic man, beasts have ak 
ways been a part of recorded history in 
drawings, statues, rituals, and folklore. 
In addition, the explanation for differ- 
ent natura] phenomena has been Ibund 
in eariy man’s personifylng of 
volcanoes as fi re-breath ing serpents 
(e,g, the Cen Liman i and Typhoeus) as^ 
sociated with many locales throughout 
Asia Minor and the Mediterranean. 
Others see the growth of mystical 
beasts as the fantasizing of reality. For 
example, w hen the eariy Greeks came 
into eon tael with sheepskin-clad farm- 
ers of Asia Minor or with the bareback, 
horse riding warriors of Anatolia, 

Galen (Peter MacNichoI), slays 
the Dragon, In Dragonstayer. 


Beasts of Greek Mythology 

Centaur— haik man, half horse; the children of lxion, a 
king of the Lapiths who was chained to a revoiv- 
ing wheel inTartarus by Zeus for making Iove to 
Hera; most famous Centaurs were Chiron, tutor 
to the children of the gods and Nessus, who 
fought with Hercules, 

Ccrberus— three-headed dog that guarded the entrance to 
Hades, 

Chimaera— monster with a ItorLs head, agoats T sbody, and 
a dragon’s tali; flames came from the beasts‘s 
mouth; slain by Bellerophon who flew Pega¬ 
sus over the beast. (see Eyptian A mam) 

EndHadus —giant spawned by Gaea the Earth-Mother 
who tried to avenge Typhoeus; was defeated 
by Zeus and chained beneath ML Etna. 

Gorgons— three sisters—Medusa, Euryale. Stheno—the 
daughters of Phocys and his sister Ceto; 
Euryale and Stheno were immortal but 
Medusa was a beautiful mortal; after Poseidon 
loved Medusa, she broke her vow of secrecy 
and was tumed into a monster like her sisters, 
noted for hair madę of snakes, great staring 
eyes, lengthy tusks, gol den scales. and a long 
serpentlne taił; as Persus carried the severed 
head of Medusa back home, droplets of blood 
falling to the earth gave birth to poisonous 
snakes while droplets in the watergave birth to 
Pegasus. 

Centlmani— three monsters with fifty heads and one hun- 
dred hands born to Ouranos and Gaea; des- 
pised by Ouranos, tbey were imprisoned in 
the bowels of the earth, 

Grlfflns— called "the houndsofZeus, M they were creatures 
with an eag!e H s wings and body, the ears of a 
horse, and the fins of a fish. 


Harpies —half-w omen, half-bird creatures who befouled 
the food of Phineus, a biind king of Thrace pun- 
ished by Zeus for being too successful as a pro- 
phet. 

Hydra— a seven-headed serpent living in the marshes of 
Lema devouring men and animals: when a head 
was cut off in a battle against Hercules, seven 
morę grew on the stump; it was killed only when 
Hercules applied a burning torch to each stump, 
(see Egyptian Nau and Lotan) 

Minotaur— half-man, half-bull, the product of Pasiphae, 
wife of the King of Crete, and a beautiful w hi te 
buli given to Mi nos by Zeus; when Min os refus- 
ed to sacrifice the beasl and kept it for himself, 
Zeus placed Pasiphae under aspdl and she fell 
in love with the buli; the product of the union, 
the Minotaur, was placed under the Pałace of 
Knossos in the Labyrintli built by Daedałus, 
the master builder, 

Python— a terrible serpent bom from the mud of the 
Deluge and later slain by Apollo, 

Satyr— half-man, half-goat; minor divinity of the woods 
associated with musie and mayhem. 

Sphlnx— a creature ha v ing the body of a w i nged lion with a 
woman’s face and breast; it beseiged cities, bring- 
ing plagues and issuing a riddle that had to be 
solved before anyone bringing aidcould enler the 
hapless city; Oedipus solved the riddle and drove 
the Sphinx over a cliff. 

Typhoeus (Typhon)“ giant with one hundred heads, from 
each of which came flames and ear- 
piercing screams; the Olympian 
gods, terriOed by the beast, fied to 
Egypt but Zeus soon retumed and 
killed the beast with his thunder- 
bolts, (see Egyptian Neha-Hra and 
Set) 
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sources for the fantastic goat-bodied 
Chimaera or the ubiquitous Centaurs 
were found. The process goes on today 
as we witness the birth of countless an- 
thropomorphic (manlike) creationsand 
exotic beasts in science fiction books 
and films* Morę fanciful theories of 
beastial origins take us to the 
philologicaJ root of "dragon" which 
may have eonie from the Indo- 
European verb łL derk 1ł meaning "to 


seeT which la ter became part of the 
Greek "drakon" literally meaning the 
"thing with the eye" or morę dramati- 
caily, "the monster with the evil eyeT 
Finally, some mythologists see in the 
fearsome beasts representations of ac- 
tual groups of people. Robert Graves 
imaginatively explains the beasts or 
unusual creatures appearing in the 
Labors of Hercules as island pirates* 
tribaJ highwaymem and roving buc- 


caneers of the Mediterranean marshes. 

The fascination world of Greek and 
Pre-Greek mythology offers the fantasy 
modeler a wide rangę of individual sub- 
jects as well as group dioramas to be 
fashioned out of history, myth, fable, 
and the boundless imagination, At the 
same time my thology offers a wide 
rangę of materia! providing countless 
hours of illuminating research and lei- 
surę reading. ■ 
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STAR WARS 

MINI-RIGS 

A Different Breed of SF Model 

By ANDREW P. YANCHUS 



Brand new MTV-7 waiting to be sold. 


r _ —. 


•i 
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VTOL Transport ready for takeoff, 


T here can be no doubt that Star 
Wars and The Empire Strikes 
Bock have madę a major impact 
on the toy and hobby industries. Over 
Ihe past severaJ years, we have seen a 
fiood of Star Wars merchandise and 
other space toys and model kits. For a 
couple of years after the initial theatri- 
cal release of Star Wars; aJl types of sci¬ 
ence fiction playthings flourished, but 
as time went on t the various lines of 
space toys thinned, and many disap- 
peared. Star Wars items, however, en- 
dure, and the toys produced by Kenner, 
and the hobby kits madę by MFC con- 
tinue to be top sellers. 

With the wealth of characters, vehh 
cles. and loeals found in Siar Wars and 
The Empire Strikes Back, it is no sur- 
prise that alniost one hundred and fifty 
different toys and kits based on the 
rnovies have been produced. But, amid 
all the scaled down X-Wing Fighters, 
AT-ATs, and Millennium Falcons* a 
few strangers have appeared. Last 
year, Kenner introduced a trio of vehi- 
cles caJled the Mini-Rigs into thcir linę 
of Star Wars toys. Intended as trans- 
portation for the 3 3 A inch action figures, 
these toy vehicles had no prototypes in 
either of the movies. Even so, 1 found 
the designs interesting, and wentabout 
corwerting these toys into models. At 
the same time. I went about trać king 
down the origin of these Mini-Rigs. 

It was borę dom that got things 
started! Mark Duennes. an industrial 
design student at the University of Cin- 
cinnati, was working at Kenner for a 
few rnonths in 1979 as part of a co-op 
program. One day, with little to do, 
Mark passed some time by putting 
sonie wheels on the cockpit seat tom 
out of Kenneris large Millennium 
Falcon. A supervisor liked the little 
vehicle t and suggested that Duennes 
make some others. Five or six designs 
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were creaLed, and three were presented 
to thc company executives. Further 
dcvelopment was approycd beeause 
Kenner was lookJng for same Iow pnie- 
ed vehicles toaugment the regular Sfor 
Wars items. 

Whcn Duennes returned to school, 
the project was laken ovcr by another 
Mark. Mark Boudreaux. Boudreaux 
styled the vehicles. and got them to fit 
all the manufacturing and marketing 
parameters. 

Duenncs transport design remained 
pretty much intact. The wheelson thc 
multMerrain vehicle [the Millennium 
FaJeon coc kpit item) had lo hc redueed 
to fit package size łimitations, and the 
finał appearance ot this vehide is the 
work ol' both men. The laser tank* 
however, is basically Boudreaux ł S; 
Ducnnes' design was morę ofan outrig- 
ger type using treads from the radio 
contmlled Sand Crawl er, 

CONVERTING THE SERIE5 

As toys. the Mini-Rigsare solidly bnilt 
lit tle machines that will takc a lot olVug- 
ged han d ling. As thc basis for display 
models, the v arie ty of designs pro vi des 
a nieć changę of pace from starships 
and robots, Howcver 1 somc toy aspecis 
or Ihese items make model conyersion 
a bit difTicult. 

Most of the parts of ali three vehldes 
are madę of styrene, but Lhere are also 
soft polyethylene pieces in thc make u p 
of them all. The gunson all three minis, 
the landing legs on the transport, and 
the support legs on the muHMcnrain 
unit are all polyethylene. Although 
these parts cannot be glued, thev are 
sturdy enough to be sandcd (to removc 
mold parting lines) and painted. The 
sanding has to bc done with the finest 
[400 and 600 grit) wet and dry papers. 

Another problem in converting these 
toys is that two of them are put together 


too well! Total disassembly of the MTV 
and transport is impossible, unlessyou 
want to lakę a saw to them in order to 
separate the body halves. There is no- 
thing insumiountable about this sltua- 
tion. but sonie operations, such as bil¬ 
ing and sanding seams, hecome morę 
tricky and time consuming. 

One finał flaw' common to all three 
rigs is that the detailing is on the sloppy 
side. and perfect side-to-sidc sym metry 
does not exist. In crcating pattems for 
new parts. I found that what worked on 
the righi side often didrft fit on the left! 

Despite these minor drawbaeks, I 
was determined to rework all three 
items. Since the vehiclesdid notappear 
in the Star Wars movies. I madę no at- 
tempt to tie them into the univcrsc ere- 
ated by George Lucas (even ihough 
tliey have his approvalJ, i took each ve- 
hicie and built on irs strong points, 
while eliminating weaknesses and 
modifying the design to fit my own eon- 
cept of what ii should be. 

LASER TANK 

The MLC-3 Mobile Laser Cannon was 
the easiest Mini-Rig to corwerh Excepl 
for the elear bubble the en tire toy te 
held together by two screws* so dis 
assembly was no problem. 

There were two aspects of thc tank 
that bothered me. First, thc treads were 
simple ribbed strips with no drive 
wheels or boggies to support them* The 
treads also bent at nieć sharp angles at 
the cornersTo rep lace these with morę 
conventional tank treads would be too 
complicated, and I eventually eon- 
ceded that an alien race would develop 
tank propulsion that would not reseirc 
ble ours! One thing 1 could not ignore* 
howcver. was that there wasiTt enough 
room for the tread to pass under the 
rear fenders of thc tank. Su, I extcnded 
the fenders. 


The large elear dome also disturbed 
me. All three Minl-Rigs are intended to 
be used with the Star Wars aetion fig- 
ures* which are approximately 1/20 
seale. The size of the dome reflected 
that large scalę, and in my eyes, madę 
the rest of the tank too smali. The dome 
is also marred by two deep grooves re- 
ąuired to form thc snap tabs needed to 
keep the domeattaehed to the hu U. The 
dome had to go! It was replaced by an 
electronics turret madę from a circular 
Container for a cavity-producing pro- 
duct called L/FOCandy. 

The new turret altered thc size con- 
ccptof the tank, and I decided that 1/48 
would be the rcalisUe scalę for the rnod- 
ified MLC-3. Although the transparent 
bonom of the turret would reveal some 
interior detail and crew. 1 needed some- 
thing outside the tank to morę rcadily 
establlshscalę. Thus. thc wounded sol- 
dier was added, resulting in a scene 
that is much morc in tercsting than the 
tank alonc. 

The extra armor plates added to the 
tank hu 11 were the rectangular bases 
found in sets of 1/48 scalę militaiy fig¬ 
urę s madę by Ban dal. Common Staples 
became the grab irons. The wounded 
man was madę up of parts of ESCI and 
Bandai iigures* and thc tower is a 
Tickle antlpcrspirant bottle. 

VTOL TR ANSPORT 

The PDT-8 Personnd Deployment 
Transport te divided into two compart- 
ments—the lbrward one is intended for 
passengers, whilc thc rear one is for the 
pilot. 1 tried keeping this unusual ar- 
rangement in my conversion* bul I 
eouldn'1 get it to w ork in Lhe morę scri- 
ous approaeh I was laking with my 
model. As with thc laser tank* the in¬ 
tended 'Teal size' 1 of this vehicle was 
too smali* After juggling sizes and de¬ 
sign concepts. I finally arrived at 1/48 



“Seeker^—A futuristic confrontation between man and machinę. 
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The three original Mini-Rigs as produced by Kenner. Look for two morę 
later this year. 





scalę and a conventional pilot for- 
ward/cargo aft layout. In my mind, the 
vehide beeame a smali acrial pick-up 
truck. 

The interior of this Kenner toy is very 
bare, so I had to build an entire cockpit 
and cargo compartment. Most of Lhe 
cockpit* includmg floor, seats, and 
crew* came from a Monogram Huey 
helicopter kit. On the othcr hand, the 
cargo area wasaJmost all sheetstyrene, 
with only a few kit parts added tor de- 
taił. The entire cockpit area was cov- 
ered with fiat pieces of elear sheet sty¬ 
rane, whieh were partially painted to 
mat eh tlie fuselage. 

The toy is madę of left and right 
halves that tire glued together at the fac- 
tory. It is next to impossible to se para te 
the two fuselage halves* which also in- 
eorporate a thick wali that dMdes the 
cockpit and cargo areas* The joints in 
the middle of this wali cannot be elimi- 
nated with putty and sanding, and I 
found that the easiest thing to do was to 
cover the points with pieces of plastic 
cut to the fuli width of the interior. The 
size and shape of these pieces, and all 
the other interior panels and cockpit 
■'giass/' were established by cutting 
and fitting paper patterns to the model. 
The finał paper cutouts were then 
dup lica te d in plastic. 

The loading platform seen bchind 
the transport w r as madę from three dis- 
carded Polaroid film packs* (Not all the 
film packs have that nioe detali on the 
end; I found that detali only on one out 
of evcry three packs.) The landing pad 
tor the transport w r as a cottage cheesc 
Container lid with the rim cut ofT The 
various cargo containers are the same 
types I described in my Odds & Ends 
column in FANTASY MODELING No, 5, 

MULTI-TERRAIN VEHICLE 

I had all three Mini-Rigs under con- 
structlon at the sanie time, but Lhe 
MTV-7 was the last to be ftnalized. 
Whlle lhe first two models were being 
completed. I kept thinkingabout what 
to do with the last one. Since it was sup- 
poscd to be a " ł go anywhere" vehicle. I 
envisaged all sorts of settings for it from 
deserts to swamps. I finally settled on 
an off-beat idea that did away with all 
the harsh alien tandscapes—I plopped 
the vehicle dow r n in a new car show- 
room! Unfortunately. as the scene de- 
vclopcd, the MTV-7 beeame secondary 
to a potcntial eustomer and a robot 
salesman, but that was part of the fu n of 
building this model. 

As with any toy coiwersion, work on 
this Mini-Rig started by disassembling 
as many parts as possible, The main 
body parts and tire halvcs were already 
glued together, and were left that way. 
But. the spring loaded legs were held to¬ 
gether with screws (one for each pair) 
hidden behind the dark gray disks at 
the top of the legs. You have to be care- 


ful in renioying these tight fitting disks, 
If you pry them ofT you could deform 
Lhe soft polyethylene legs. It isprobably 
wiser to drill a hole in the disks to get at 
the screws, 

I built up the interior using a seat and 
dashboard from a Jeep kit, and used 
leftovers from other car kits for hcad- 
lights, grill, taillights, and other details* 
The parts on hand, and my desire to 
keep my models to standard scales 
whenever possible, dictated a scalę of 
1/24 for the MTV*7—not far ofT from lhe 
1/20 Kenner orlginally intended. 

The female figurę came from an ac- 
cessory figurę set imported from Ja- 
pan, The robot was free from Burger 
King , but 1 needed my six-year-old 
nephew to obtain it for mc! Details for 
the robot came from the scrap box* and 


all Lhe paneling was done with decals. 

CONCLUSIONS 

Because of the different materials 
and assembly methods involved in toy 
construction, converting toys into dis¬ 
play models is quite often harder and 
morę time consuming that assembling 
and modifying regular kits* The end re- 
sults, however t morę than make up for 
Lhe extra effort, for the variety and 
ąuantity of subject mat ter inerease dra- 
matically w hen science ficlion toys are 
considcred as modeling materiał. 

Kenners three S/ar Wars Mini-Rigs 
providc a broad base for imaginative 
model building, My examples are just 
t he l ip of the ieeberg. What w Ud mod id¬ 
eał i on s and settings can you conceiye 
for these models ? ■ 
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Adventures 

In 

Gaming 

By MIKĘ KILBERT 

T he foIJowlng communique was 
intercepted by our spies in the 
Adventure GamLng section. It is 
addressed to +i DeaJers and Distribu- 
tors/ 1 but tt wdl be of fcnterest to you. 
Here are some excerpts: 

OGRE AND G.E.V 
RE - RE LE ASE B 

OGRE and G.E.V, T the beetselling 
games about supertank combat in the 
year 2085, have gone into new print- 
ing and will be available at thls year s s 
HIA show. (Dallas, Texas; Januai^ 
1982). 

The games have been off the market 
for some time, due to legał ąuesUons 
between the designer (Steve Jackson) 
and the origineJ publisher (Metagam- 
Ing). However, In a compromise agree- 


ment dated Nov 17, Metagaming 
recognlsed Jackson^ ownershlp of ah 
rights in the two popular tltles. 

Both games are considered dasslos 
...... and have received many 

favorable reviews ..... 

The new editions will be upgraded, 
with larger full-oolor maps, back- 
prlnted eounters, revised rules, and 
other play aide. The size and priee will 
remain sulted for any gamer's pocket. 

Seyeral other OGRE producte will be 
available at HIA, lndudlng: 

*Mlniatures^The Award Winning 
linę of OGRE mlnlatures, originally 
produced by Martlan Metals , will be 
re-released by SJ Games. Initial x 
units will be the Paneuropean Heavy 
Tank Missile Tank, G.E.V. T Howltzer, 
and Mobile Howltzer, as well as a re- 
sculpted Ogre Mk. V. New units will 
folio w. 

•The Ogre Book, VoT l—This will 
be a 40-page collectlon of the best 
OGRE/G.E.V. articles from the early 
days of THE SPACE GAMER— includ- 
ing many no w out of print. Subjects 
indude soenarlos marianie, strategy 
and tactics, flction, and design notes. 

We will try to get morę information 
as it becomes available from 
Steve Jackson Games 
Box 18957 

Austin, Texas 78760. 
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Atlantis 

thelostworkl!.. 

|/32nd Kile metal modela 


A38. THE WINGED HORSE 
Complete kit 

Here is a new piece to keep all sci-fi 
fans quiet and sober for a few days. 

With approxtmately 190 feathers on 
each wing, it shoutd provide a few happy 
hours of painting, and we fee! strongly, 
that each feather shouid be painted 
separately — bearing in mind that Tim 
Richards had to make them the same way! 

Check your local dealer for prices. 

CI.S*A, Distributors: 

Co ul ter-Be □ nett Ud., Cpl* Tun*'s Supply Co., 
12158, Himllo Street, 855, May fair Road, 

North Hollywood, Akrpn, 

CA- 91606. Ohio 44303. 

213-960-1887 216-867-8370 


Jf PHOENIX MODEL DEVELOPMENTS LTD. 

EARLS BARTON. NORTHAMPTON NN6 ONA ENGLAND Tel: NORTHAMPTON 810612 








Computer Gaming 

PART TWO: Software 

By MIKĘ KILBERT 



S till think that microcomputers are 
jiist a ioy T a fad? Weil dont tell 
IBM. The giant of Lhe compu ter in- 
dustry should have its own personal 
Computer system ayailable by the time 
that you read this. Companles Hke IBM 
don 1 make mis takes about w bat the fu* 
turę will be and they certainly arend in- 
clined to gct involved In fads. 

On Lhe horizon, the Japanese elec- 
tronie industiy is prepared with their 
own Invasion into lhe market. Before 
you know it, you might just be the last 
one on your bicok to have your verv 
own personal Computer. In this cołumn 
I hope that 1 ean help you to make somc 
i ntd U gem choices about finally taking 
*‘the plunge/' 

The im por tance o I all this activity is 
the inereased compeULion among the 
manutacturers of both hardware and 
software gamę systems. You will get 
the advantages of this hcated-up com- 
petition in three ways: 1) those com- 
panies that already have Systems on 
the market will have to either upgrade 
or improve their existing merchandise 
to deal with their new competitors; or 2) 
they will have to make some changes in 
their priee structure (lower. lower, and 
lower); or, most importantly, 3) they 
will have to make their computers 
morę attracUve by oiTering the con- 
sumer an even greater variety of games 


and other related software, (Of course, 
some man ufać turę rs may make morę 
tlian one of these changes.) No matter 
what happens, it will be better for you. 

In my last column 1 spoke at length 
about software* or the programs that 
you feed to your Computer, This time 
around I will bc dealing with the Com¬ 
puter itself (Lhe hardware of the 
system). 

Most people are very quickly thrown 
off by the language of the Computer in* 
dustiy. You will And that most people 
w ho are very interested in com puters 
(just as other people who have their spe- 
ciał interests) donT seem to be able to 
understand that not everyone has 
either their knowledge or tlieir enthusi- 
asm. They seem to be dropping a lot of 
Information on you and they don ł t 
seem to sense your predicament. You 
will either have to assert yourself and 
make them understand that you are 
lost; or you ean just muddle through by 
tlie trial-and-error method. (When you 
see some of the prices on Computer 
hardware, you will be hesitant about 
trying to learn from your mistakes.) 

A few years ago I was Arst exposed to 
one of these fanatics and 111 never for- 
get ho w quickly he boggled me. I was 
just asking about the possibility of run- 
ning a mailing Ust on one of the Home 
computers and he gave me su eh a con- 


voluted explanation of what I coulcl or 
couId not do* that 1 was scared off, If this 
was Lhe ex pianation* I thought that i 
probably wouldn ' t be able t o deal with a 
Computer. 

When 1 started to wriLc this artide I 
was lucky to find people who would ex- 
plain a11 of this to me withoul fogging 
my pea-sized brain* What 1 found out 
should help you to make a rationaldeei- 
sion about buying a Computer for 
yourself* 

The Computer itself consists of three 
basie parts: the keyboard, ROM* and 
RAM. (Some computers also have a 
built-in Computer display)* The key¬ 
board is your connection with the Com¬ 
puter. All Information you want to relay 
to the Computer must eonie through 
your typing a message into the 
keyboard. 

Make surę Lhat when you are looking 
for a Computer that you try out the kcy- 
boards of the machin es you Te inter- 
ested in buying. It is the link between 
you and the Computer, so it is very im- 
portant that you can comfortably 
Ł, talk T ' to your machinę* Some Comput¬ 
er key boards are so smali that you can- 
not type quickly without bitting morę 
than one key at a time. On other ma- 
chines you will And that it takes a lot of 
effort to type, If the keyboard doesn't 
feel right then you must consider a 
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very, very seiious drawback, If you 
canT turn the steerlng wheel, you 
wouIdnT buy Lhe car, 

Anolher question aboul key boards is 
Lhe type of keyboard Lhat you may be 
choosing, On Lhe Alan 400, you have a 
sealed keyboard where you don t push 
down on any keys* you crnly push down 
on a sensitized spot. This type of key¬ 
board slows down your ty ping speed. 
The advanlagc of the sealed keyboard 
is thal you don't have to worry aboul 
spilling drinks or getting dirt or grlme 
into lhe Computer. Anything like soda f 
crumbs, etc, lhat could get on ta a 
regular type w ri ter keyboard would 
eventually end up jamming the works 
of your Computer, Ifyourkid brother is 
going to use the machinę with you* 
then it migi u be a good idea to get a 
sealed board. Ii the area lhat you Te go¬ 
ing to usc the Computer is dirly or dus- 
ty, then this type of keyboard might 
have some advantages. Dec id e before 
you buy and savc yourself some 
headaches la ter on. 

MEMORY-ROM OR RAM 

The Computer has two different 
kinds of memory— ROM (Read Only 
Memory) and RAM (Random Access 
Memory ). If you stroił into your local 
Computer storę, you might hean "This 
system has 8K In ROM and 8K in RAM , 
The RAM, or course, is ex pandable to 
64K." Huh? 

ROM is the permanent me mory of 
the Computer, You cannot changc it; il 
is not program ma ble, This is the built- 
in operations of the Computer, When 
the salesman te lis you that it is 8K, he is 
telling you that lhe eapacity is 8XXX) 
characters (letters* numbers, punctua- 
tion* symbois, etc.). The ROM tells thal 
Computer w hal lo do when you press 
the on/off button* when you push the 
return key, when you type in a letter or 
number. £very Computer has its own 
different ROM. But for all of Ulem it is 
the start ing poin L tor all operations. The 
Computer knows how to add T subtract, 
multiply, etc. because of lhe informa- 
tion that is storęd in Lhe ROM. 

On the other hand, RAM is lhat part 
of the Computer that you can "pro¬ 
gram," it is ehangeabłe. For instance, 
you could load a senes of numbers into 


RAM. You would then "tell" Lhe Com¬ 
puter to add these numbers. The Com¬ 
puter would read the numbers out of 
RAM. and read how to add from its 
ROM section. 

It's a lot like lhe way your mind 
works. In your brain you have stored a 
lot of Information on how to do 
things—adding, walking, subtrac- 
ting ... As you waik down the Street, 
you stop to buy a newspaper, You give 
the man a dollar for a 25<? paper—both 
these facts go into your RAM. The ROM 
part of your mind says subtract and 
tells you how to do it. S1.00 minus 25C t 
you expect three ąuarters changc. 

The morę eapacity your Computer 
has in ROM and RAM. the morę versa- 
tile it will be. (Unforiunately* the morę 
memory you have. the morę expensive 
the Computer system will be, You must 
trade-ofT money for memory). Most mi- 
crocomputer systems now havc 8K in 
ROM and 8K in RAM. RAM can be ex- 
panded but it is rather expensivc— 
usually a few hundred dollar s. 

Another eonsideration is "peiipher- 
al" or extemal memon, You can storę 
Information on cassettes or floppy dises 
and then ask the Computer to 11 read " U. 
For insLance. you could teed the Com¬ 
puter the nanieś, addresses, phonc 
numbers, btrthdal.es, shirt sizes, and fa- 
vorite colors of all your friends, Then 
tell the Computer to make a list of all the 
birthdays in November, along with 
their favorite color and size. Storing it in 
RAM would not be permanent. it would 
be erased as soon as you turned off the 
Computer. 

You have t he option ofputtingaJl this 
Information in memory outslde the 
Computer. Onceyou haverecorded this 
listing on either the cassette or the disc, 
you can jusl "read" it into lhe Comput¬ 
er, Once the Computer has generaied 
lhe Novcmber list, you can remewe lhe 
casscLLe or disc and keep your original 
Information "permancnl 1 ’ for iater use. 

To pul all this mformation on the cas- 
scUe/disc you have to feed it into the 
Computer and then have the Computer 
record it The machinę has its own lan- 
guage (which is parł of its ROM) and U 
will translate your list, 

This point aboul the machine's lan- 
guage is quitc important because your 


cassettc/disc can anty be read by eom- 
puters of your type and manufacturer. 
A birthday list that is donc on a TRS-80 
ranriot be used inan APPLE Computer. 
This is also true for programs that you 
buy. If you are looklng for a gamę or 
program for your Computer, you must 
make surc thal il is specificaily dc- 
signed for your machinę, A gamę pro¬ 
gram is only a "list" of instructions that 
the Computer reads from the external 
memory source. 

THE VTDEO DISPLAY 

While the keyboard isyour meLhod of 
"talklng” to the Computer (making it 
part of the LNPUT processf lhe Comput¬ 
er 'speaks 1 ' to you through the video 
display (part of the OUTPUT processf 
The video display is basically a TV 
sercem Some computers have buiU-in 
Computer displays which make ihcma 
com picie self-contalned unit. Other 
Computer systems are designcd to be 
hooked-up to any home TV set that is 
availabie. Logically Lhe Computer 
systems that do not include video dis¬ 
plays will be less expeiisive, bul a TV 
set must be accessiblc bciorc you can 
usc the computer. So you arc faced wi th 
anolher choiee: flnances versus type of 
video display, Not havinga built-in dis¬ 
play does harc the possibility of using a 
21 inoh or 24 inch TV which is larger 
than most builMn displays of 12 inch or 
less. 

No mat ter which video display 
system you choose, you should be 
awarc of your computer's color 
capability. It is not supremdy impor¬ 
tant, but il is something to Lhink about 
when gamę systems arc being used, 

YOUR FUTURĘ SYSTEM 

Unfortunately because of the very 
high prices on hardware it is necessary 
for you to make some decision about 
the futurc use of your Computer when 
you are first buying it, You may 11 nd 
thal a piece of hardware that you might 
be interested in. is not a vai labie for your 
Computer. Or is so out rageously expen- 
sive that il would be cheaper if you 
siaried with a different system. For ex~ 
ample* if you start with a cassette 
system for exlernal memory, you may 
find lhat one Computer w LII cost you 




Computer Cheeklist 

1. 

Price? 


5, 

Other Hardware: Availabllity/Price 

2. 

Keyboard- sealed 

typewnler-type 


Cassette recorder 


Do 1 Nke its action? 



Disc drive 

3* 

Memory: ROM eapacity. 

Expandable? 


Printer 


RAM eapacity 

Expandab!e? 


Modem 

4* 

Vidfło Disolav: Built-ln 

Externaf 


Other destrable hardware 


Cotor capability? 

6. 

Can 1 get the games that 1 would like to play? 
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$500, while anotheris S600. If both Sys¬ 
tems appear to be equal, you feel surę 
that you could save $100 on the first 
one. But you might find that when you 
dcc id e to upgrade the system in the fu¬ 
turę that the disc drive for the first sys¬ 
tem is $300 morę than the disc drive for 
the second system. Your saving is morę 
than shot. A little planning now could 
save you quite a bit of money later on. 

OTHER ACCESSORIES 

Besides the cassette recorder or disc 
drive the other most popular accessor- 
ies are printers and modem. With the 
printer you can "tell" the Computer to 
type out Information instead of just dis¬ 
play ing it on the screen. You can 
"write" reports on the screen, make 
corrections, and when itsjust rightyou 
can then “tell" the Computer to print it 
out. 

The other accessory, modem, is 
probably morę exciting because of its 
unlimited possibilities, With a modem 
you can tie your Computer into other 


computers through the use of your tele- 
phone. You can "talk" and play games 
between your Computer and someone 
elses Computer anywhere in the world. 

Sooner or later you 1 11 get eaught up, 
Use this article as a guideline, Try to 


make a wise decision. Collect cataJogs, 
try out demos, write to the manufactur- 
ers, read the microcomputer maga- 
zines. and finally read the reviews for 
Computer games. Good Łuck and Good 
Computing! ■ 


Solitaire— Opponentless Gaming 


The worst thing for a gamer is to 
bring a gamę home from the storę and 
find he has no one to play with. He's 
been dying to get this gamę and there ł s 
no one to face him across the board. 
Gamę manufacturers find themselves 
bombarded with letters from gamers 
who want solitaire games. The problem 
is that solitaire games usually aren t 
that good. They are not as enjoyable as 
facing an opponent. 

So what do you do when you need or 
want an opponent? Tum your wife into 
a gamer? Make your newspaper boy 
play? Kidnap the neighbohs kid and 
lock him in the basement? Teach Fido 


how to make the right moves? Run 
around the board from one side to the 
other? No, no, no, no, Just getyourselfa 
Computer, 

The Computer is a perfect opponent. 
You have to try your hardest it T s never 
too tired, it*s always in the mood. it ł s 
always there, and the games are getting 
better and better. 

And if you ł re getting bored with the 
games on your Computer, get a modem 
and challenge someone else p s Com¬ 
puter. In the past, gamers who couldn't 
find opponents were forced to PBM 
(play-by-mail], now they can PBC (play- 
by-Computer),_ 
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POINTS TO REMEMBER 


Phtl, Dave Kennedy and 1 were discusslng use and eare 
of brushes when we met at the 1981 Annual NCMC show 
in Maryland. The problem coneerned the tendcncy of 
brushes to lose their fine points after the painting of six or 
so models. That should not happen togood brushes, pro- 
perły cared for, so at PhiTs reąuesL herc are some profes- 
sional tips about brush eare. I stili have some of my well 
cared for sable watercolor brushes from pre-war days at 
Disney + s, and the brushes are in bet ter condition than their 
owner. 

The following lhoughts are based on ex perience as a Pro¬ 
fessional artist but the course of my knowledge is the 
writings of the la te Ralph Mayer, author of "The Artisls 
Handbook of Materials and Teehniques.'’ Without cxcep- 
tion, I vaJue his book above all olhers In m_v professionał 
library. No one painting seriously should be without this 
book, just updated and republished sińce his death. 

Ralph Mayer reoommends use of petroleum dislillate or 
minerał spirits as a d ilu ten i or solvent for oils. Some trade 
names are Beisol or Yarnolene. Most paint and hardware 
Stores stock it in galion cans. and you 11 find it eonsiderably 
less expensive than Lraditional turpentine. Many brands 
are ‘odorless/ but liie only one 1 know of that is odor free, 
but morę costly, is the ncw Lype marketed by Winsor & 
Newton. 

M ineral Spin ts is a fine brush cleaner, pain t thinner and 
solrcnt which does not develop Lhe sticky residue around 
the cap as is common with turpentine. Look at your pre- 
setu turpentine, if that's what youTe using, and you will 
notę that the gum my st uff around the top is amber in co lor. 
That faint amber color is im part ed into the oil you paint 
with, whereas minerał spirits add no color. Painting tradi- 
tion alone argues for turpentine, so try minerał spirits. 
You li save money and get eąuaJ or be Ller painting rcsults. 

Minera! Spirits is eąually fine with oils or alkyds-any 
enaniel based paint, but that solvenl isnY the protcctor of 
your fine sable s. Propcr soaps are the answer in part. Par- 
tieularly important for water based painlssuch asacrylics 
or casiens [Plaka being one) t which are hard on your costly 
brushes, I rerom mend you get a smali bar of Ivorv hand 
soap. shaving or eutting it down to smali chips. Put these 
chips in a jar with clamp or screw top, and add an eąual 
amount of warm water. Let this set until the chips are 
dissolved to a consistency of heayy cream, Now, beforeyou 
touch your brush to any paint, dip the brush in this solu- 
tion and puli it through a paint cloth or towef removing 
most of the soap. Th en start painting. 

Here's what happens, The residual soap film has put an 
invisible coating on the brush hairs—a coating which will 
in no way impair the flow of paint or its function. When you 
have finished painting. gently wipe most of the paint from 
the brush, pul ling it through your paint cloth, If using 
water based palnts. suspend the brush in a water jar until 
rcady for complete clcaning. 11 oils werc used. put the 
brush in a smali jar of minerał spirits. When ready toclean. 
run lhe brush under warm lap water and slowly swirl the 
hairs in the palm of your hand, This action dislodges most 
remaining palm, 

An excellent new product, which seems costly at firsri is 
“The Masiers Brush Cleaner and Presener." The com¬ 
pany also mak es "The Masters Paint Soap," a bar for 
deaning hands and skin. Both are excellent, nomtoxic 
brush cleaners, the fomter being fine for brush restoration. 

Restoration reąuires other efforl. As one paints wilh oils. 
almost microscopically thin layers of paint are left on the 
outer surfaces of these select, smali hairs. Eventuaily, and 
unnoticeably. these layers build up, adding Lhickness lo 


the hairs. tn the worst case. for a neglected and uneleancd 
brush, removal of the dried paint reąuires a paint rcmovcr. 
Formbys is exeeilcnt and expensive and Zip-Strip is eąual- 
ly good and less costly. Pour a smali amount in a littlejar, 
dipping thebrush injusi deepenough tocover thejunciion 
of the metal ferrule and hairs. After about fifteen minutes, 
remoYc the brush and try washing it with soap, twirling 
the brush in the palm of your hand. Repeat as necessary 
until you can begin pressing* dissolving paint from Ihe fer- 
rule, pushing your Lhumbnail o ver the ferrule on to the 
hairs (see drawing). Continuc this until you are satisfied 
the brush has been returned to norma!, 

If you ł ve cared well for your brushes yet stili have loss of 
point, pour some acetone in a smali jar and do as you did 
with stronger paint remover, Acetone, besl used wiLli ade- 
ąuate ventilation, is non-toxic, evaporates rapidly and is 
highly flammable, It is an absolutcly fine solvent, par- 
tieularly for ac ryli cs, Denat u red ale oh o I, bought in bulk, is 
the other great aJl-purpose soIven t for ac ry lics and is ideał 
for removing dried acrylic from fabric and tools. Acetone 
will dissolve oil paint, so avoid get ling U on your brush 
handles, Denatured alcohol has Yirtualiy no efTect on oils, 
Having cleaned your brush periodicaJly with Lhe 
removers mentioned, there is a need to regaln the brush‘s 
original shape, Thesimplest way is to make a gen tle lather 
with the "Old Master," reshaping the soap laden hairs into 
a new point by pul ling the brush between your fingers. 
The Ivory soap solution will work aiso, as will a solution of 
Tide [by itself an excellent paint remover), or Aidom [pre- 
detergent booster which is good for acrylic dean-up). After 
your brushes havc dried. with this solution holding the 
shape, again rinse the brush gently in warm water, and 
holding the brush by its handle Lip. shake it into a point 
with a vigorous downward snap. In stubborn cases, you 
may have Lo repeat these procedures, 

Brush eare is vital to those of us w ho earn our livingasar- 
Usts, fi should be eąually important Loyou, in that brush 
ąuallty rather than size is eritical for miniaturę painting. 
Brushes are costly investments. The same brushes I 
bought for two or three dollars in the early forties now cost 
$75,00 or morę. And while these clcaning rccommenda- 
tions are for top ąuallty brushes, they are eąually vafid for 
inexpensive on es, The best advice is to economizc 
whereyer possible, but not buy "bargain brushes," Buy 
lhe best brushes you can afiord! One Kolinsky sabie in size 
2 or 3 will serve you far bet ter than a few dozen cheap on es, 
and you can l t go wrong with proven ąuallty brushes such 
as Winsor & Newton, Grumbacherand Strat hmore, forex- 
amplcs. If your budget won’t let you buy the very best, try 
the newer llne of inexpensive sable brushes from Flo- 
quU/Polly S. You 11 get three or four very good figures from 
them and can then continue lo use them for broader ap- 
plica tions, 

— WILLIAMS. TILTON 
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BUILDING 
AN ALL-WEATHER 
SPRAY BOOTH 

Spray painting madę easy 

By JEFF POLLIZZOTTO 


T his months articłe is a slight de- 
parture from my prcvious fea- 
turcs, 1 won i be discussing how 
to build better minaitures but how to 
construct and use a tool that will make 
working on your models easier and 
morę convenient. 

For lhose ofyou w ho have smali work 
arras or musi share a work spacc with 
thc living area or an cxtra room. spray 
painting your miniatures could bc a 
major problem. As you know, adeąuate 
ventilation is necessary tor over-spray 
and palni fu mes whenever spray ing. 
This reąuires painting outdoors or in a 
well eentilated work area whicb many 
of us don 4 have access to (myself in- 
cluded). 

If your work shop is in agarage, the 
problem is not as apparent. The door 
can bc opened for yentilation d u ring 
your sprayi ng sessions, Even so, this 
method bas its próbiems. How do you 
get the required ven Ula tron d u ring bad 
weather or winter w hen the door cant 
be opened? The same problem occurs if 
you livc in an apartment and don T t have 
access to a garage at all. 

To remedy this problem, I have 
designed and built a spray booth that 
can be assembled in one day. used in 
any weather and eost under $30,00. 

The design shown is actually the 
ihird in a senes of spray booths I havc 
built and used ovcr the years, The first 
was a simpic ćardboard box plaecd on 
the floor next to an open window. An 18 
inch fan was set up in Ihe window 
(blowing out) and provided the ventila- 
U on for the room, 

This design bad two major flaws to it 
Frist it really didnk work all that well 
(the fan was too faraway from the booth 
and didn't provide the nceded ventila- 
tion fast enough) and I still couldn't 
spray during bad weather. 

The second design built was a sim ple 
modification of the first. A similar card- 
board box was built bu! this time 1 add- 
ed an 18 inch square ćardboard sbroud 
to the back. The booth was then placed 
on a chair and set up in front of the ian 
plaecd in the window. 


This second booth was much morę 
effeelive Lhan the first and would puli 
the paint fu mes out of the room quick- 
ly, The sprayt?d parts also dried in uch 
fas ter. An added advantage not 
originally planned lor. 

This spray booth worked out well lor 
some time but I still had the problem of 
painting during bad weather, A morc 
use ful (and even morę powerlul) ver- 
Sion with this advantage built in was 
nceded, 

The ćardboard box was replaeed 
with one built out of x h inch thick wood 
(plywood or prcsscd wood work eąually 
as well], In place of the 18 inch fan, a 
morę powerful and compact squirrcl 
eage blower was incorporated into the 
design. During constructiom 1 deeided 
that mounting thc blow er to a piece of 
Wood (that would lit securely in the win¬ 
dow) would be the best way to con¬ 
struct this third and finał design. 

This sytem would give me thc abllity 
to close the window on top of thc wood 
giving an effectiee scal from the 
weather, A clothes dryerhosc [the kind 
found in hardware Stores) would then 
connect the blower at the window and 
the spray booth, The booth could then 
be placed in any convenient location in 
your work area, 

The sąuirrel eage blower can be 
found in most surplus pans Stores for 
around S 10.00 to SI5.00 (depending 
on size), You should look for a blower 
with the intake hole the same diameter 
as the vent bose (usually about 4 in- 
ches), 1 found minę for $12.00 in a used 
blower and fan shop, 

Following the diagram of measure- 
ments shown in the drawings. cut out 
the part that make up the actual spray 
booth, You will need twosides. one bot* 
tom, one back and two long stripes as 
pietured. One attaehes to the front of 
the booth, Lbe other attaehes io the top 
forming a shelf for the spray cans, 

I used two pieces of 2 foot x 4 foot 
pressed wood for all the box parts, The 
piece that w r ould later mounl in the 
window was cut from the second 2 foot 
x 4 foot sheet, You may be asking why I 


used l wo smaller pieces ofwood instead 
of one 4 foot x 8 foot sheet. 1 found the 
smaller sheets less expensive, easier to 
handle and cut to size. 

Aft er the parts were cut ta size, the 
edges w r ere sandcd smooth. The booth 
was then glued [using wbite wood glue) 
and nailed togę the r. W hen the glue was 
dry, a 4 inch hole was cut into the left 
sicie of the booth. This iswhere the vent 
hose is mounted. Using the thin tail- 
piece supplied with the vent kit [see 
diagram) and thc iwo plastic clamps 
(also supplied), the hose was attached 
to the side of the box (see photos). 

A hole was then cut in thc second 
piece of wood (the window piece). Holes 
were drilled and the sąuirrel eage 
blower was mounted. The plastic vent 
shroud was mounted to the opposite 
side (faciu g out). 

Mounting the vcnt hose to the blower 
was the next step, Using the plastic 
llangc piąte supplied with the vent kit. 
thc opposite encł of thc vcnt hose was 
punched through it. The plastic coven 
ing was trimmed and taped lo the in- 
side of the Hangę platc. Holes were t hen 
drilled through the Hangę piąte and 
blower housing. The piąte was then 
screwed on to the housing using self- 
ta ping metal screws, I wanted to make 
thc en lirę unit as air tight as possible so 
GE btack silicone scaler was put bet- 
ween the blower housing and the flange 
piąte during assembly, 

Working with the 'all-weather” 
spray booth is a pleasure, U is a simple 
and incxpcnsive soiution to the prob¬ 
lem of spray painting in your home or 
works hop. V 


MATERIALS LIST: 

WOOD.two 2 foot x 4 foot or 

one 4 foot x 8 foot sheet of 
plywood 

SOUIRREL CAGE FAN 
DRYER VENT KIT 
POWER CORD 

ON-OFF POWER CORD SWITCH 
MISC.: nails, white wood glue 
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Head-on view of vent 


The vent shroud mounted on the windo w. 

n>P srtftp 






Dryer vent tubę 
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Overall view of the spray booth as it is set up in my Photo shows the fan mounted in the windo w* Wood 

works hop area. is cut to the exact size of the windo w. 
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MODEL ROCKETRY 
CONYERTING NON-FLYERS 


T his time out, well start with a 
look at plastic conversions—the 
techniąue of converting non-fly- 
ing (static) models of space- or air-craft 
to flying models. As with any model 
rocketry activity, the first consideration 
in eorwersions is safety, which trans- 
lates into stability in this application. 

The basie parameters for stability in 
a flying model rock et are light weight, a 
center of pressure (CPJ as far to the rear 
of the rocket as possible, and a center of 
gravity (CG) at least one body diameter 
ahead (toward the nose) of the CP. 
These requirements often dicta te the 
design of a rocke t. For example, a short 
rocket would normally have a CG and a 
CP that are too close together. To com- 
pensate, nose weight can be added to 
move the CG forward. and larger fins 
attached to move the CP toward the 
rear. Or, if length is not a fixed require- 
ment, the fuselage of the rocket may be 
lengthened, which will add weight and 
move the CG forward. 

With those basics in mind, itiseasy to 
eliminate most plastic models as poten- 
tial candidates for conversion to flying 
models. For example, a TIE Fighter is 
almost all “fins," with a CG and CP at 
almost the same location, and a Cylon 
Raider can be eliminated because it is 
fi n less and would suffer from the same 
problem as the TIE Fighter even if fins 
were added, (In case youTe considering 
the Space Shuttle, forget it. It is almost 
impossibie for even ex perle need mad- 
elers to successfully convert a plastic 
model of the Shuttle to fly because of 
the placement of the wtngs and rudder. 
Most model rockets require fin place¬ 
ment to be in pattemsof three fins 120° 
apart. or four fins 90° apart. The Shut- 
tle ł s wings and rudder are asymmetri- 
cal in this respect.) 

Few models manufactured by 
the plastic people are ready- 
made for conversion, how- 
ever. For example, the 
Airfix Saturn V is very 
stable, albeit a bit 
heavy, Its con- 
figuration is 
almost 


By MICHAEL A. BANKS 

same as that of the flying models of the 
Saturn V manufactured by Estes and 
Centuri, Or, if you ł re lucky enough to 
have some out of production kits such 
as Reveirs V-2 or an Apollo' ł Little Joe," 
you’11 find these very stable because of 
their length and large rear fin area. 

Converting stable kits is mainly a 
matter of installing a length of body 
tubę through the fuselage of the rocket, 
cutting or drilling through bulkheads 
as necessary, and separating the nose 
cone sg that it may be blown off at ejec- 
tion. Add an engine mount and a large 
parachute (remember, this is heavy 
plastic youre working withf), and 
you’re in business, provided you've 
constructed your model carefully, 

Flying plastic conversions reąuires 
higher power engines than average kit- 
built model rockets, of course, due to 
the extra weight. A conversion such as 
the Airfix Saturn V is best flown with a 
D engine, or a cluster of three or four 
C's, Smaller conversions, such as the 
V-2 mentined above, may be safely 
flown with B engines, In any event, be 
surę to choose an engine with a Iow 
burn time and high average thrust. As 
a guide, keep in mind that the 
higher the number following the letter 
in an engine codę, the higher the 
average thrust. For example, a C6 
engine has morę Ł1 kick ,ł to it than a 
C5, and a B14 will lift off quite a 
bit faster than a B4. Youll 
need that extra kick, too, 
to get that weight up 
and moving! 

We ł ve dis- 
cussed some 
kits that 
can ł t 


be converted T and some that can be eas- 
ily converted. There are some few 
others that may be considered lł mar- 
ginar in their potential stability, The 
Colonial Viper, of Bafti^star Galactica 
famę, is in this category. It has a large 
rear fin area, with the fins arrayed in a 
pattern that is close tosymmetricaJ, but 
the length of the fuselage beyond the 
leading edge of the fins is, short. Too 
short, in fact. to keep the CG far enough 
ahead of the CP. 

This problem can be rectified, of 
course, by adding weight to the nose, 
This will move the CG far enough 
ahead to ensure stability. At least one 
ounce of weight—either in the form of 
melted lead formed to fit in the nose 
cap, or other objects such as pen nieś or 
washers—is required. 

Figures 1 through 5 illustrate how 
the Viper conversion is carried out. 
Youll need the following parts: 

1 Monogram “Colonial 
Viper ł ' kit (^6027) 

1 Centuri #7 body 
tubę 
1 18 inch 
length of 




Next, 
wrap mask- 
ing tape around 
the forward and 
rear sections of the 
body tubę, as shown in 
Figurę 1, and use Ambroid ce¬ 
ment to glue the tape rings and 
body tubę to Łhe piast ic body interior* 
Set this assembly aside to dry. 

Find Part 2, as listed in the Mono¬ 
gram'i nstructions ł and cut on the dot- 
teddines as shown in Figurę 2, using 


shock 

cord 

1 engine lock 
1 standard launch 
sług 

ICenturi coupler HTC 7-A 
In addition t you 1 11 want to have on 
hand plastic and Ambroid cements, 
masking tape, and balsa scraps. 

Before beginning to assemble the kit t 
cut the two plastic rods out of the two 
forward body halves (this is to per mit 
the body tubę to pass through the 
body.) Omit the construction of the 
missile launcher, Next, cut the body 
tubę to a length of 11 inches, and insert 
it into the two assembled halves of the 
plastic body of the Viper 
Push the body tubę forward so that it 


either a razor saw or exaeto knife, 

Glue part 2 to part 11, using plastic 
cement, per the Monogram instruc- 
tions. Next, glue Monogram parts 18,6, 
and 4 together. Set these aside to dry, 
and drill a hole the same diameter as 
the Cenłuri body tubę in part 8* as in 
Figurę 3, 

Folio w ing this, cut your baJsa scraps 
to make launch lug standoffs, and at- 
tach them to the Yiper bot tom piece in 
the launch lug locations shown in Fig¬ 
urę 4, using Ambroid cement Attach 
the launch iugs to the standoffs, using 
Titebond cement, Next, slip the tubę 
coupler over the base of part 10 (the 
Yiper nose-piece) and glue it in place 
with Ambroid, You should also slip the 
shock cord between the nose piece and 
coupler at this tlme, See Figurę 5. 


extends Va inch from the front of the 
plastic body, and cut away any plastic 
insi de the body that prevents the tubę 
from passing through without crimp- 
ing (after removing the lube, of coursef) 


Attach the shock cord ł s other end to 
the body tubę and finish the Viper as- 
sembly, painting it as you wish. When 
everything is assembled and dried, drill 
a smali hole in the coupler and run your 


A swing test will give 
you an idea, through trial and er 
ror, of just ho w much weight to add 
to the inside cavity in the front of the 
nose-piece, Now, youre ready to fly, 
and remember to use an engine with a 
high average tbrust {a Centuri C5-3s is 
recommended,) 

A n other likely candidate for conver- 
sion is the marginal category is Hasa- 
gawa ł s giant F-1G4 aircraft model. It is 
fairiy light in weight. and has a large 
rear wing area (some nose weight may 
be required, however,] The F-104 was 
originally dubbed “a rocket with 
wings/ ł and it flies like one, Rear para- 
chute ejection, as illustrated in the ac- 
company ing photo, is recommended, 
If you Te interested in fly ing model 
aircraft as rockets, but don T t want to get 
involved in converting plastic models. 
CenturTs “Fighter Fleet łl may be just 
what you Te looking for. Included in the 
fleet are an F-104 Starfighter, an F-16, 
the 5J Israeli "Mirage/ 1 the F-4 Phan- 
tom, and the F-15 Eagle. Ali five fly well, 
and are atiractive birds, 

You may be interested in "scratch- 
building" your own aircraft model, 
building stability as you go, Rich Car- 
dillo, an NAR member specializing in 
building Oying model aircraft/rockets, 
has had quite a bit of success with this 
method. (One of his endeąvours—an 
F-104—is shown here.) 

FLY THE SHUTTLE 

WeTe primarily concerned with 
building models of spacecraft here, but 
when the opportunity to fly the space 
shuttle came up, we couldnT resist it, It 
worked out so well, that we feel it's 
worth telling you aboul here. 
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“NASA Pegasus,” from Estes Industries. 

Opening Spread; “SAM-3 ” a D-powered, two-stage model 


The ''High!*' was a simulation* o f 
course, and you'U necd a persona! Com¬ 
puter to take the trip. Thanks to Instant 
Software compulcrized shultle enlhu- 
siasts ean bring the Shultle honie from 
orbit, and it's quite a trip! The view is 
from the pitot's seat, and the llight and 
landing is bv Instruments, just like the 
real thing. Be carefuf though, you can 
en ter the atmosphere ai the wrong 
angle and bum up. overfly the runway* 
or err in many ot ber equally fata! ways! 

If you’rc caught up on your building 
and are looking for something until the 


Leading the 1982 Centuri linę is a 
“Sam 3" missile* a semTseale surtace- 
to-air missile with a two-stage configu r- 
ation. The llrsi stagc is D-powercd* and 
the second stage can be powercd by A. 
B. or C engines. The missile is modeled 
aft er Russian SAMs and should be 
quite a perlonner in l he alt it udc depari - 
ment. 

On the home front* Centuri is produe- 
ing a scalę model o! the “Rulldog*" a 
U.S, MarinęCorps missile. The Bulldog 
is beautifully detailed* and sports a 
camouflage paint pat t ern. ■ 


The ncxt issue will carry the an- 
nouncemenl of the winning entries in 
the Model Roeketry Photo Contest 
(along with sonie of Lhe winning pho- 
los!) We'11 also be discussing model 
rocket elubsand related activities* and 
morę programs for computers and pro- 
gra m m able cal e u lalors. 

Thafs it for no w. Fly 'cni high! 


ADDRESSES 

The list following ind u des all organ i- 
zations and companies mentioned in 
this column, and is provided for your 
convenience: 

A Si A ENGINEERING 

P.O. Box 6824 

Buena Park. CA 90620 

CENTURI ENGINEERING CO.. INC. 

Box 1988. Dept, M 

Phoenix. AZ 85001 

ESTES INDUSTRIES. INC. 

Dept, B 

Pen rosę, CO 81240 

INSTANT SOFTWARE 

Peterborough, NH 03458 

REACT10N TECHNOLOGY. INC. 

P.O. Box 27224 

Cincinnati. OH 45227 


weather breaks. fly Instant Softwares 
"Space Shultle.” Happy landing! 

NEW PRODUCTS 

Two new companies have appeared 
on the model roeketry scenc within the 
past few months* both offeringsupporl 
produets. 

A & A Bng ince ring olfers three ad- 
vanced launeh eon troi systems, each 
using advaneed “stale of lhe arf ł dcc- 
Lronics* including picziodcctric soiind 
transdueers lor eon li nu i ty checks* and 
nickel-eadmium power supplies. as 
w e 11 as C M OS c i reu i t rv. 

Reaelion Technology, Inc.* is a firm 
offering a diversificd linę of model 
roeket support produets, including fiat ¬ 
ach u t es* airframe malerials, and high- 
lechnology cl cc tronie gad getry. RT1 
also sclls high-power engines at dis- 
eounl prices. 

Estes Industries has introduced sev- 
cral new sport ftyers for 1982. includ¬ 
ing Lhe “Yankee." the “Rega sus/' and 
the flashy “Orion.” which looks like 
something out of one of Lhe laiest SF 
films, Estes is also olTering a highiy de¬ 
tailed scafe model of the Phocnlx, the 
USAFs air-to-air missile. A new launeh 
eon l roi len using adeaneed bat tery 
lechnology* is also among Estes* new 
product linę* 

Centuri is also offering a new launeh 
controller, similar to tiiai beingoffered 
by Estes. 
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It takes morę than rr 
to make a great model 


It takes a lot of 
imagination, fine 
sculpting, craftsman- 
ship and experience 
to create a quality 
product that you will 
want in your diorama 
or adventures. 

It takes just a few 
minutes to visit your 
hobby storę for the 
only official Aduanced 
Oungeons & Oragons" 
fantasy miniatures 
available. 


Grenadier Models, Inc 

Box 305, Springfield, PA 19064 







MINIATURES 

NEW FROM TASK FORCE GAMES 



TASK FORCE GAMES, the company that brought space combat to life with STAR PLEET RAT- 
TLES, adds a new dimension of realism to your conflicts with this boautifully detailed lino of 
miniatures — including ships from every major race in the gamę! The initial release of ships will in¬ 
du de: 

FEDERATION: Cruiser KLINGON: D7 Cruiser KZINTI: CV Assault Shuttle HYDRAN: Ranger 

Light Cruiser F5 Frigate Carrier GORN: Heavy Cruiser 

Dreadnought ROMULANi Warbird Eseort Carrier ORION: Raider 

Tug Frigate 

And there are morę ships yet to come, 

AND t TASK FORCE GAMES will be supplying Miniatures Rules for STAR FLEET BATTLES 
directly to gamers — FREE OF CHARGE! 

STAR FLEET BATTLES MINIATURES 

Such realism has never been known before. 

Available soon in fine hobby and gamę Stores. 

Only from 

TASK FORCE GAMES 

The NEW FORCE in Gaming. 






THE 

DEAST DUST 

Dy WILLYWHITTEN 


T his project began in a twofold 
manner; I had drawn a smali 
sketch oj a beast head on aftle 
card. I really liked the exaggerated 
expression oj the mouth and felt I 
had an exciting subject At the same 
time, i had discooered some nem 
rnaterials while at the studio work- 
ing on some sculpture for a film. We 
were using bloeks of urethane foam, 
caruing them into the approximate 
shape and then laytng on pastalina 
for the fmal modeling . I wanted to try 
the method, substituting sculpey in 
place of the oil bose clay. 

To begin , I poured egual amounts 
ofparts A&B liąuid urethane into 
an extra large paper cup . (Notę: DO 
NOT breath the catalytic oapors of 
this stuffl It lets off cyanide gas! Yup, 
just like in the gas cham ber J 

Aj ter it had foamed and set r I peeh 
ed away the paper cup. Ifyou want 
to pour the foam. into a box or some 
ot her Container to get a basie form , 
you should spray the Container 
beforehand with rnold release. 

Next. I carued the foam into the 
desired shape with a smali r asp and 
dragon skin. rounding the top to ad 
as a skuli and ęaruing out from the 
palatefor the mouth area. I then 
couered the foam błock with a thin 
layer of scu lpey . 

At this stage I set up my camera 
and floodlights and arranged the 
tools . rnaterials and basie head form 
for my first photo of this journal. 1 
took photos at intermittent times as l 
constructed fhe model I will now 
ref er to them and try to explain what 
took place between each shot> 

While making this model l dfe- 
couered Sculpey ///. This is colored 
sculpey! It comes in blue t yełlow, red . 
brown t błock, green and purple. One 
of the first things to come to mind r 
while playing with it and blending it 
was the marbling effects easily 
achieued. The result of this discouery 
is the marble stand for the bust. I 
later modeled the tongue out of a 
blend of red . brown and white. with 
just a touch of blue. 

The head of the beast was painted 
with acrylic washes , after which the 
teeth and tongue were glued in with 
white glue. I glazed the inside of the 
mouth with acrylic gloss medium. 



PHOTO *1 

Basic carved urethane form, skuli portion has thin layer of sculpey, 
with tools, alligator eyes and box of sculpey. 



PHOTO u 2 

The eyes set in and held in place with lids madę of strips of sculpey, 
These are glass alligator eyes with posts (wire that sticks from the back 
of the eye). They can be ordered from Jonas Bros. Taxidermy Supply in 
Denver, Co. 
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PHOTO *5 


PHOTO *6 

I have, at this point, sculpted the teeth and baked 
thcm to hardness. Nezt I have added soft clay to the 
gum ar ca and pushed the teeth In to create actual 
sockets. The lower teeth are ałso madę, but the lower 
jaw is still in the armaturę stage. The tools in this 
shot are, from Left to Right: A) Tweezers, to set the 
teeth with; B) Au X-Acto knlfe used for 44 adzing ,ł 
(Scraping with the slde of the blade.) the teeth 
smooth; C) A point ed tool for gum sculpture; D) 
Rounded-point tool, for gums; E) Razor blade; F) 
Smali brush for blending out tool marks on gums 
(dipped in alcohol to cut the clay’s surface); G) 


PHOTO #3 


PHOTO # 4 


The upper brow has been added on one side, the 
basie form modeled in the jaw and neck areas. Notę 
that if a portlon la going to be the finał shape on the 
model, it must be teztured before the baklng stage. I 
baked the model in each one of the stages shown in 
these photos. 


Both brow ridges have now been modeled, and a 
ridge has been added on the top of the head. A roli of 
clay is set in front of propped model to represent 
where the chtn will go and to measure dlstance to up- 
per mouth. 




'// 


* 


•i 


u 


Aloopof alumlnum armaturę wir eis set in place as Jeweler f s fHe; H & I) Morę brushes for blending; J] 

brać Log for lower jaw. Tooth brush for skin tezture (see inset). 
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PHOTO *7 



Lower gums added—test fit for 
all of the teeth. The head is then 
cooked without the teeth. They 
will be added after the gums and 
inside of the mouth have been 
painted. This is much easier . ♦ , . 
You would not believe how bard it 
is to paint around the teeth in an 
enclosed area—tight. 


PHOTO *8 

This photo shows the tooth 
sockets and the teeth, which I 
kept in L andR markę d containers 
[originally used for contact 
lenses). 




PHOTO # 9 

The head is now pretty much 
complete as far as the sculpture is 
concerned, It is now mounfed on a 
short cylinder, mounted on a 
błock of ply wood. Next, I sculpted 
the thick folds of the neck, which 
blend into the cylinder which is 
covered with a thin layer of clay. 
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SKIN TEXTURE ON 
BEAST BUST 

Generally speaking, I do not like to 
use “Texture Pads p (A texture pad is a 
smali portion of a female mokk usually 
madę of rubber or wax,J It is 
"Stamped” into a sculpture to create a 
texture. They can be cast from reai ob- 
jects such as snake skin, for scales; or a 
smali area can be sculpted and cast, 
Latex painted on to orange peel can 
sometimes make a fairly adeąuate skin 
texture.) My biggest argument against 
them is that they do not normaily 
follow the form of the sculpture correct- 
ly. If there is to be any subtlety to a skin 
texture; the por es, wrinkles and celi 
struć turę must flow with the contours 
of the piece.... The only way to do 
this, in my experienee, is to take the 
time to apply the texture by hand; 
either tooled, or another technique 
which I will now discuss. This is the 
way I did the skin on the Beast Bust. 

When the form of the sculpture was 
complete, I washed the uncooked 
sculpey with Isopropyl Alcohok with a 
Iarge soft brush, swabbing it untU the 
surface of the clay becomes tacky. Next 
I stippled the prepared area with a 
toothbrush, pushing ąuite hard, 
creating a very rough t "dug up M tex- 
ture, Let this set completely, until the 
clay has flrmed to Its original State. 
Now, back to the soft brush. Dtp it in 
alcohol and brush out the excess on a 
cloth and then lightly brush the 
prepared surface, being carefuł to 
follow the contours—brush in only one 
direction at a time putting very little 
weight on the brush. On a minutę level P 
what we are doing here is rounding otf 
the tlny peaks of craters caused by the 
toothbrush stipple. 

With a little practice, a great variety 
of skin eifects can be created in this 
manner. 
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H0RSES 

Fantasy Models Of A Different Color 


I currently own a stable of approx- 
imately 200 horses, of all breeds, 
colors and sizes, the entire herd 
stabled in a single roomf They are of 
course modę i horses and it scems Chat, 
even though model horse showing has 
been active for about 15 years, no one 
outside of this hobby has ever heard of 
such a thing. What has this got to do 
with fantasy modełing? First let meex* 
plain exactly what the little-known 
worid of model horses is about. Model 
Horse Showing is basically getting a 
model horse photographed and *'show¬ 
ing" him via his photos through the 
mail, (Most shows are done in this man- 
ner, but there are ‘liye" shows, in the 
west and northeast, where the aetual 
models are taken and entered,) 


By JANICE A, MEIXNER 

My purpose here is togive you an idea 
of how they can be used in fantasy and 
adventure typemodeling, Actually, use 
In military and adventure sets is fairly 
obvious, but they can liven up an other- 
wise fair diorama as well as add a touch 
of excitement to even an excellent set. 
What you may not realize at flrst glance 
is that not only can the plastic mak es be 
rc-done to fit your exact position and 
color specifications, but unicorns and 
wingcd horses can aiso be created ąuite 
easily, for fantasy/SF settings. You say 
your figures are very smali or large 
size?—Currently madę model horses 
rangę in size from under 1 inch to 14 
inches in height (though I have seen 
some cement models up to a couple feet 
high). I believe horse modelcrs and fan¬ 


tasy modelers can both benefit by ex- 
change of Information, from expanded 
and imaginative use of horses in dio- 
ramas to adapting modeling tech- 
niąues for human/alien figures for do- 
ing horses. 

The models themselves can be any 
kind—plastic, metal, china. Any horse 
that is fairly realistic-looking can be 
shown. Emphasis is on rcaiism on 
ev ery thing from the model to the tack, 
obstacles. and othcr animals reąuired. 
The most common and popular models 
include two different types of plastic 
horses madę here in the U.S., one 
(Hartland) a harder plastic and now 
discontinued, the other (Breyer) a softer 
kind and currently available, Other 
very popular types of models are 



A six inch Breyer with Phoenix figurine. 





A remodeled six inch Breyer. Two five inch china unicorns. 
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beautiful chi na horses from both the 
U.S. (Hagcn-Renaker) and England 
(Beswick), although the English makcs 
have become morę scarce recendy. 
Most discontinued and “test” models 
are morę valuable and have become ex- 
cellent investments, an added bonus to 
their owners. For this reason, sonie 
people are mainly col lec tors, while 
others are interesled specifically in 
showing or remaking/repainting the 
models (“R/R” in model horse lingo). 
However most, like myself, are a combi- 
nation, This situation is very similar to 
ones Tve heard from many collectors of 
space ships, robots, and other SF 
models. 

Most model horses eonie in three 
generał size ranges: 2 l /2-3 inches, 6 
inches and 9-10 inches. They are also 
available in a wide rangę of positions, 
from rearing to running or standing. If 
you happen to find one the correct size, 
position and color, there is little else to 
do as they look fairly realistic in original 
finish ("OF" to model horse showers). I 
usually touch up the eyes, however, for 
further rcalism. 

If you find the right size but not ąuite 
the exact position, the model can be 
remade and repainted. It's always best 
lo start with one as ęlose to the finał 
position you want as possible. Simple 
remakmg, such as adjusting the posi- 
tion of the legs, moving or lowering the 
head, or removing the manę and laik 
can bc done with little work. Though 
various methods are uscd, the most 
common is holding the model in a pot of 
boiling water, usingpot holdersand be- 
ing very careful. One part al a time is 
held in the hot water for a few 
moments, (the thicker the part, the 
longer it takes, of eourse), then remov- 
ing the model from the water and mov- 
ing the part to desired position. It usual¬ 
ly takes at least two to three dunkings 
to get it exact, and iks a good idea to 
stand the model on a counter or table to 
make surę he stands welh if you are 
moving the legs or feeL One word of 
caution—most model horses have a 
smali hole somewhere in the mold and 
you should locate it prior to heating 
(plastic models usually have it in the 
nostril or muzzle), because, while 
holding the horse in the boiling water, 
some of the hot water will seep into the 
hallów body of the model and can 
stream out when the model is tipped 
even slightly, and can burn you. 

Drastic remaking, anything other 
than slight movement, is usually only 
done by morę experienced R/R artists. 
or after a lot of experimenting (and pro- 
bably several warped models) on the 
part of a beginner. However. even a few 
slight, almost unnoticeable changes 
can totally alter the overall appearance 
or position. 

A fine hacksaw, a metal file and some 
sandpaper are used for removing the 
manę and taił (‘'m/f'], Generally in 


An Arabian horse amid a fantasy background. Horses add new 
dimensions to fantasy scenes* 


remade models, a hair m/t are added. 
You can either entirely remove the 
original m/t, leaving a smooth neck, 
and stump for the taił. or you can leave 
part or all of the original on and apply 
hair over it. Sometimes in this remak- 
ing you will end up with depressions or 
even holes that need to be filled ovcr. In 
drastic re mak ing, slices or we d ges are 
cut in the legs or neck so the part may 
be moved casier, and these also need 
111 ling in, 1 find that the selhhardening 
clay, found in most art/hobby Stores, is 
good to use, although again a wide 
rangę of materials is put into use by the 
difierent R/R creators, The clay should 
be moistened slightly for bet ter worka- 
bility and applied with the surface 
blended onlo the model. It usually dries 
in a few hours, orovernight, but I check 


it every once in a while beeause, if the 
area is good sized, (over an inch) it usu¬ 
ally develops a lew cracks and some¬ 
times needs moistening and re- 
blending. 

When dry* if there are any cracks 
present they can easily bc filled in with 
glue or even paint. 1 find iks a good idea 
to seal the edges of the added-on part 
with glue, If you have eompletely or 
partially removed the taił, the same 
clay can be used to mold a base strue- 
ture to which the hair is applied for the 
taił, remembeong that the hair will be 
longer than the "skelton" taił and so 
the base should be about 1-2 inches 
shorter than the finished taił wanted 
(depending also on the type and length 

Continued on pat/c 50 
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RAIDERS OF THE 
LOST SPACE ARK 

By DAYID DOUGLASS MERRIMAN III 



H ave you ever promised yourself 
to bu i Id a miniaturę from a 
movie or TV show? Surę. We all 
have. This article covers my realizalion 
of a promise ł madę myself 25 years ago 
after viewing a late night showing of 
George PaTs When Worids Codide. 
Maybe* as you read this account of my 
projecb you will relate it to a pet project 
you have been putting off for one 
reason or another. 

The movie was released in 1951 and 
was based on the book written by Philip 
Wylie and Edwin Balmer. First released 
as a serialization that appeared in 
Bluebook magazlne in 1932. The novel 
was published in its enUrety a year 
later. 

For you romantics out there (ok, 
me too) some of the artifacts un- 
covered during my research. 
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The success of Wften Worlds Colitde, rights of WWC to George Pal who, hav- 11471 was assigned and the movie was 
and the lesser known sequel A/ter ing just completed Deshnatton Moon, officlally underway. 

Worlds Collide. was a surprise for its was up and coming as the master ofSF The job of writing the screen-play 
authors. Their work was admittedly films. He saw WWC as the perfecl was given to Sydney Boehm. Though 
pulp fictiom but the scope of the story choice for this next production. WWC retaining much of the noveI's charac- 
coupled wilh powerful characteriza- contained the elemenis Pal had seen ters and plot, Mr, Boehm brought the 
tions elevated the works above other work beibre: human adventure mlxed technology of space flight up to datę; 
fiction. with high technology, WWCnow bada the aceepted engineehng principles of 

When Worlds Collide did not escape solid potential for success as a movie 1950, There were major lechnical 
the movie industries attention; Para* with Pal in charge. Paramount, reaiiz- changes from the novel. The novel ł s 
mount purchased the filming rights ing this, ąuickly offered to buy back the plot relied on nudear propulsion and 
from the authorsasearly as 1934. Para* property, with the provision that Pal the existence of an exotic metal, but 
mount announced that WWC was in hełm the production and assurne ar- Boehm chose to heighten the drama of 
pre-produetion and that Ciecil B. tistic eon troi The studio would put up the movie by offering the space travel- 
DeMilłe would direcL Imagine the treat- the money for the picturc and stay out ers only the State of the art in rocket pro- 
ment this master of the epic would ha ve of PaTs way, well . . aJmost. pulsion of current times: Chemical 

given the story. Unfortunately, the pro- WWC was again a hot item for Para- rocket engines. With this and other 
duction was cancelled w hen DeMille mount; with Pal producing, The studio changes, Boehm succeeded in giving 
lost interest and instead directed did prevad on a few points; the Iove in- the story a believable technology, The 
Cleopatra . Paramount put WWC on a terest expanded way in excess of what climatic element was fuel: would there 
back burner and it remained on the Pal wanted. He put up with this and be enough to reach the new world, 
siatę for 17 morę years, some other meddling and pushed on Żyra? A situation easier to accept than 

Eventually Paramount sold their with the work, Production number the book's plot t waiting for God to 
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deliver a much needed super me lal 
from which to build the engincs of the 
Ark, Boehm madę a good story better. 

Chesley Bonestell. a noted astro norn¬ 
ica! artist. was hired as matt painter 
and technicaJ eon sułtani, He prepared 
design s for the Ark that were la ter 
adapted for miniaturę construction by 
Art Director s Hal Hereia and A! Nozaki. 
The huge spaceship, Lhat was to be- 
come central to the stories climactic 
ending, took form; the Ark of spacc, 

Mr, Boncsteil deeided Lhat the Ark, 
stttlng on hs belly, would be launehed 
from a mile long track using a rockci 
propelled undercarriage lhat sup- 
ported the Ark and provided addiUonal 
thrust during Lhe take-off roli. A system 
not unlike what the Germans used to 
launch their V-1 cruisc missiles. 

To aehieve the spectacle of the 
massive Ark and itsattendanl launch- 
ing track and building yards, Gorden 
Jennings was put in charge of the 
special effects department. Jennings 
and his team of model buildings, took 
the Art Department plans and trans- 
lated them into the hardware required 
for the production. 

Two models of the Ark were buill: 
one with sectionsof the h uli's skin open 
to reveal inner workings of the ship, 
The other Ark miniaturę was buill fuily 
conslructed. li also contained Ihe 
mechanisms that produced Ihe long 
jets of Oame Lhat issued from the 
engines; giving the appearanee of 
powered flighh 

The partially eonstructed Ark minia¬ 
turę śurvives today, Lhough in a State of 
dlsrepair, SU II a Paramount property, 

The miniaturę Arks and the yard 
fac iii ties were excel!ent exam pies of the 
Paramount modelers craftsmanship. 
The Miniatures hull, wings and other 



The flame effects are achieved by 
tuffs of cotton, colored with 
various lacquers ł glued around 
wir es and fltted into each no zzeL 
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struć tur es were construeted of rolled 
and turned metal. Since Uie completed 
Ark miniaturę featured actual firc pro- 
ducing devices for its engines, wood or 
plastic would have been unsuitable* 

Sadly* metal work is not practiced 
with any regularity by today s effects 
builders. Almost all spacecraft 
miniatures are no w madę of wood and 
plasdc sheet. Pushing theeraft back to 
the point where we see some of todays 
effects people lapsing into that lowest 
form of model building—kitbashing: 
bitsand pleceslifted from plastic model 
kits Lhrown together in a random pat¬ 
iem, Quality and high standards are 
sometimes saerificed* W hen diis hap- 
pens the result is another ł, junk yard 
spaceship T 

OK, fm step ping off my soapbox !o 
finish this aniele, 

I chose to build a fuli diorama show- 
ing the Ark racing up the last l A mile o! 
the launching track. This would rc- 
ąuire a smali section of the mountain 
top T the track. the rockel propelled 
undercarriage and the Ark. 

Before any work could start on the 
diorama 1 had to get together all the in- 
formation [ had on the subject. My fil es 
and books were gathered up and all In¬ 
formation lhat related to the Ark was 
copied. 

The major i ty of that Information was 
found in old issues of Spaceman and 
the various Star log MagcuAnes . 1 
should also credit the excellent photos 
and 35mm slides supplied by Still 
Things, those he l ping with the detali 
work. Rounding out my search for in- 
formation, but arriving too late to help 
with the diorama was the location of a 
copy of the actual studio Art Depart- 
meni plans of the Ark. A real find . 


THE ARK 

I appreciate that some of you may not 
have acąuired a few of the model build¬ 
ing tcehniąues l have over the years, so 
l present ihree methods of construc- 
don. Hopefuliy. anyone wishing to 
build a model of the Ark will be able to 
achieve it using one or a combination of 
the techniąues presented herc, 
R c gard less of the method used* keep in 
minrt Lhat the completed model is simp- 
ty a form with a coat of paint over it. The 
key to an attracdve model is the finish. 
Buill of plastic, wood, metal, clay, horsc 
shit or whatevcr; as long as ihe medium 
iscorrcctly formed and reacts favorably 
with the paint used. The building 
materiał is u nim por tani: the finish is. 

Briefly, the ihree methods of con¬ 
struction are: Vacuforming. Wood 
Turning and Wood Błock Carving. A 
ruff outline of each method is 
presented. The finish ing process is 
common to all and is given later. 

VACUFORMING 

The finał result of this method are 
Lhin walled plastic parts that make up 
the model; we make a plastic kit, The 
vacuformed parts are asscmbled much 
like the off the shelf plastic model kit 
one buys at the loeal hobby shop. 

First, wood en pat tern sof each model 
pan are eut to shape, These pattems 
are then mounted on the vacuum box. 
.030 inch połystyrene sheet plastic is 
secured to a frame and heated. The 
plastic is then draped over the pat tern 
and the air from between ihe plastic 
and the paltem is removed with a 
Household vacuum cleaner. The 
result ing higher pressure on top of the 
plastic forces it to eon form to the shape 





of the pattern. After cooling, the plastic 
casting fbces to that shape and is 
removed from the pattem. The cast 
part is then trimmed from the sur 
rounding plastic sheet and assembled 
to the other model parls, 

SCETCH *1 

The beauty of this method is that as 
many model parts as you want can be 
madę quickly and with absolute uni- 
formity each tirne. A bigaid ifyou want 
to build morę models of the same sub- 
ject. AIso. repetitious items like the 
wing engines and stabilizer bullets are 
madę from just one set of pattems. 

Since the assembled vacuformed 
parts are relatively weak, I recommend 
Lhat you foam 1111 the assembled hull. 
The wing engines, bullets and other ap¬ 
pendages are smali enough to retain 
enough strength to resist norma! 
band ling and don't need the support ol 
a foam core. A two part foam mix is 
prepared and poured into the nozzle 
end of the hull and aJlowed to expand 
and cure. The excess foam that spills 
out the nozzlc is trimmed ilush with a 
knife. 

SCETCH *2 AND *2A 

Super glue is used for component 
assembly. 

The various glue seams are filled 
with "green stufF pulty and sanded. 
The assembled model is then sanded 
sm ooth with desce nd i n g gr ades of +1 w e t 
& dry k ' sand paper until an unblem- 
ished Finish is achieved, The sen bing ot 
the rudder, air lock and landing gear 
doors is aecomplished by etching the 
hull with a scratch awl tracing along a 
suitably cut template. 


WOOD TURNING 

Ifyou choose not to vaeuform the Ark 
parts then the hull and appendages can 
be madę of wood. Since the hull is a 
spindle it is best madę on a wood tum- 
ing la the. Of course, one must have ac- 
cess to the tool and be wdl versed in its 
safe operation. Ifyou don‘t have one at 
home I would suggest the local YMCA 
or school wood working shop for in- 
struction and use of the tool. 

SCETCH *3 

The rudder and stabilizer łł bullets” 
can also be tumed. The appendages are 
cut from ^32 inch sheet wood and earv- 
ed to air foil cross section, AU appen¬ 
dages that butt-join at the hull are pined 
with r /i 6 inch dowels to provide 
strength. AU glue joinls are madę with 
"5-minute epoxy” glue. As in the 
yacufomied method, pulty isapplied to 
all jointsand sanded smooth. 

The grain of the wood is filled with a 
sand ing sealer madc up from a mbeture 
of tale u m powder and ”K&B epoxy 
paim, M This mess is brushed on the 
model, ieft to dry over nighh and sand¬ 
ed smooth the next day. The primming 
is repeated until all wood grain is filled 
and the finish unblemished. 

WOOD BŁOCK CARVING 

tf the lathejust isn't available. we can 
get right down to basics and carvc the 
hull out of wood (or a błock of foam ii' 
you Uke). Only tools required are a 
sharp knife and templates. The 
templates are guides used to insure 
that -the correct diameter is kept at 
spec Ule stations along the length of the 
hull during carving> I know r guy ł s who 
can carve out a hull the First time, so 
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fcake heart, \Vs not as hard as you may 
think. 

SCETCH *4 

Once the hu 11 is shaped to your 
satisfaction, the model is completed as 
in the WOOD TURN1NG section. 

THE FINISH 

The Ark is $ilver and presents us with 
the problem of representmg a me talie 
look to an unmetalic materiał. if your 
Ark is madę of wood you would alrcady 
have fiłled the grain as prevlously 
described. If your model is plastic, il 
must be prepared by sanding the 
plastic to an almost glossy luster. When 
ready. paint the th ingwitha iirst coat of 
silver, After that coat dries. you will 
ąuickly ftnd some faults like scratches 
and pits that you missed before. No get- 
ling around it, you'll have to sand the 
model down in the affected area with 
fine sand paper and pain t again. Repeat 
this frustrating process until the model 
looks presentable. 

Now you can cali it quits if you Hke 
and stick the model on a display stand. 

If you want to go that one step further 
and bu Od the launching track and 
mountaln the following details are pro- 
vided: 

THE MOUNTAIN 

This is simply a biock of foam that is 
carved in the shape of a right triangle 
with the surface pitted and cut to 
assume the look of rocky terrain. Six 


slots are cut into Us tace to la ter accept 
the launching track columns. 

SCETCH # 5 

A wooden base is purchased to 
mount the diorama and finished with a 
gloss varnish to suit. 

UNDERCARRIAGE 

łł Rocket propeiled undercarriage” is. 
to us, its fuU functlonal title. This is the 
device that cradled the Ark upon the 
track and also provided additional 
rocket Lhrust during the takeoff, Con- 
sisting of five huge Rocket Assisted 
Take Off (RATO} motors secured to- 
gether in a six frame cage that aiso 
housed the trucks that rode in the rails 
of the central track. 

The undercarriage is the smallest 
assembly of the Ark diorama, but will 
reąuire the most effort to make, 

SCETCH # 6 

The RATO motors are madę from 
five lengths of aluminum tubing. Each 
capped with a wooden hemisphereand 
rocket nozzle. These items are turned 
dowels that are machined in the chuck 
ofa Va inch drili motor. A morę practical 
approach (one not available to meat the 
time) would be to make just one coni- 
piele RATO unit. make a rubber mold 
of it and cast epoxy or poły ester resin 
motors. 

The center FiATO motor is drilled 
with a fw inch lransverse hole to accept 
the mounting pin that secures the Ark 


and undercarriage to the track. The 
frame is painted a dark red and the 
motors are painted silver. Afterali paint 
has dried t insert the motors into the 
frame and secure with super L lue. 

TRACK 

Ali components herc are madę of 
,030 inch plastic sheet The ihree 
tracks are box in cross-section. The 
support columns are built up as il- 
lustrated. Ali seanis are puttied and 
san dc d smootli. 

At this point the columns arc glued 
into the mountaln with epoxy and the 
tracks secured to the columns with 
plastic glue, 

The tracks and columns are painted 
a cement color. The struciu re is then 
weathered with earbon penciJs and 
spray gun followed by a white wash on 
the under surfaces. Don't over do the 
weathering; the track was erected no 
morę tłian year before the launching of 
the Ark, 

With the track painted and 
weathered the mountaln surface is 
dressed up with foliage, The barć sides 
of the mountaln are covered with sec- 
tions of dark colored posterboard. Your 
diorama is done and ready for display. 

Keep in mind that the techniąues of- 
fered here are just as valid for any other 
modeling project: how about the giant 
glider/spaceship from Conquest Of 
Space or the Martian war machinę 
from War Of The Worlds? You can 
build anything! ■ 
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READERS’ PHOTO PAGE 


WILLIAM A. WATT 
Betłilehem, Pennsylvania 

l ue been building fantasy dioramas fali in 25rnm) for 
about 3 years now and photographing t hem Jor about 2 
years. Some are staged and others are complete dioramas. 
My insatiable interest in monster and fantasy mouies pro- 
mpted me to start photographing thesefigures tri scertes (hal 
look tike they could have been from a moute * The use ofa 
backdrop greatly en han ces ttie credibility of the figures. 


JOHN L. FLYNN 
Glen Bumie, Maryland 

I'oe beeti building models sińce l was etght, and scratch - 
buiidiny sińce the model companies refused to put out ąuali- 
ty kits (like the Galactica). I ve won seueral awards at art 
shows (locally). and sińce my wije worksfor museums. l ue 
been displayed ar them.} oloh fu*o /dnfasy shops in the 
Baltimore area (where l sell books. comics. models and FAN* 
TASYMODEILING) and ąuite often my customers will come in 
and catch me with models and parts all ouer the counter. 
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The competitiye edge 


By PHILIP O. STEARNS 


he zenit h ofcompetitive modeling* the annualcom- 
petitions of the Military Miniaturę Soeiety of 
Illinois burst upon usonce morę i n Novemberof'81 
and to the fantasy modelers it was a momentous advance 
in the number of entries in our field, Although the partici- 
pation of master modelers was limited to our blend* Spen- 
cer van Gulick, w ho had two new boxed dioramas, there 
were many other participants whose fascination with the 
unusual created sonie very fascinating entries. Our cover 
leatures the work of Dr* Ernest Nora. who was featured last 
year with his scratch built “Star Wars" pieces* and this 
time presents us with “War." asplendid fantasy warrior of 
about 100 mm and scratch built from acombination of var- 
ious space heroes* The piece was one of the medal winners* 
Aside from his boxes, Spencer van Gulick very cleverly 
combined a Hearne Plunderer and a Phoenix modified ti- 
ger intoan outstanding vignette. Larry Munee used a Kon 
Hinote Venusian camel combined with Historex and Airfix 
Figurcs for his Space Marines vignette* Al Ceh produced a 
hlghly effective vignette, “Space Invasion," with a com- 
bination of highly reworked figures. Bill Merklin seulpted 
his own version of a “Butterfly Nude“ with real butterfly 
wings while John Redmont created a very impressive 



Prehistorie World by Don Will 


“Ringworld Flycycle" in the scralchbuilt space vehicle 
class. Fred Drehbol built a “Wizard's Workshop" usinga 
combination of Phoenix* Broadsword and assorted good- 
ies which was also very effective* A most outstanding mini- 
diorama called "First Contact” was madc by Don Will us- 
ing a varied assortment of 54mm figures. He also included 
another prehistorie scene with dmgon-like beastsand rich 
exotic vegetation. Tony Białas did a very creditablejobona 
Superior stock figurę of "Torc." Tom Brookwalter did a 
very interesting conversion of a 1 listorex Horse into a beau - 
tiful “Unicom*" 

Although these entries represented only a smali portion 
of the overalI entries in the competition* the ąuality was of 
the highest standard exemplified by the Revercnd van Gu¬ 
lick winning the Chicago Medal symbolic of admittancc in¬ 
to the ranks of Grand Master. The creative thinking and 
projection into this aspect of modeling is ever on the in- 
crease and to your editors it is a source of great satisfaction 
to witness the care and devotion by some of the country s 
outstanding modelers to this somewhat maligned form of 
miniaturę modeling. To all of you everywhere I urge you 
most fervently to keep modeling and competing in the fan¬ 
tasy field, m 



Ringworld by John Redmont 
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Torc by Tony Białas 


Butterfly Nudę by BiU Merklien 




Wizards Work shop by Fred 

Drehbol Space lnvasion by Al Ceh 


Space Marinę s by Larry Munee 



Plimderer by the Rev, Van Gttlick 
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ODDS & ENDS 

Deep Space Station 


W n the past few issues of FANTASY 

I MODELING, Tve given various 
JL hints and tips for detailing portions 
ofspaceship exteriors and interiors. As 
a change of pace, here is an idea for an 
entire vehide madę up of odds and 
ends and some inexpensively pur- 
chased items. 

The main hull is a 4Vt. inch-diameter 
elear plastic box, readily available at 
plastic supply Stores. Two boxes are 
needed for this design. The cover from 
the second box isaddcd to the bottom of 
the First to create a sandwich effect— 
cover/bottom/eover—which forms a 
reeess in the middle. Thirty-two pieces 
of .040 inch-diameter styrene rod 
create the posts that fili the reeess. 


The dom es on top of the ship are cap- 
sules used to hołd smali prizes 
dispensed from vending machines. 
There are nine smali ones encirellng 
the single large dome, which is de tali ed 
with some fiat model car tailiights. 

The bottom half of the ship is a stack 
of parts consisting of a UFO Candy Con¬ 
tainer, a medium size G(orax bleach 
bottle cap, and a Joy liąuid detergent 
pour spout, 

Plastic pick-up stieks are the arms ex- 
tending from the Clorox cap, and they 
are braced with ,040 inch rod. Detail on 
the end of the arms is madę up of tank 
wheels (Aurora 1/48 Churchill) and 
12mm three-sided bcads that can be 
bought in most craft Stores, 


The be auty of this design is that little 
work is involved in the actual eon struć- 
tion of the ship. The various rods have 
to be cut to length, holes need to be drill- 
ed to accept the rods, and the letters 
must be sanded off the Clorox cap, 
Otherwise, the various components are 
merely glued together as is! Finał detail¬ 
ing is a matter of personal taste, and can 
incorporate scribed panel lin es or ad di- 
tlonal bits and pieces. 

Most of the markings on this model 
are from sheets of dry transfer lettering. 
Besides the obvious use In forming 
nam es, these sheets can also be used to 
create incidental markings and designs 
by arranglng periods, dashes, and stm- 
ple letters (I, V, T, O, etc.) In unorthodox 
comblnatlons, 

AJthough this circular spaceship is 
basically simple tn design and con- 
struć tion, the numerical mismatch of 
the radiatlng components adds Interest 
to the model The name ł, Fronder Ul" 
appears eąually spaced £hree tlmes 
around the rim, there are flve arms on 
the bottom, ntne smali domes on top, 
and thtrty-two posts around the center. 
In a slow spin, the relationships be- 
tween these parts is eontinually chang- 
Ing, and this lnduces a fasclnation that 
would probably be lacklng in a morę 
symmetrical model If, forexample t tbe 
ship had the name apptled four times, 
four arms, eight smali domes, and the 
thirty-two posts, the design would 
repeat itself after every 90 degrees of 
rota tion. However T the design shown 
here takes a fuli 360 degrees of rotation 
for a complete view of the ship. This 
idea could be an extra plus for models 
intended for use ln home movies. 



MONARGH MINIATURES 


TAKES PLEASURE IN 
ANNOUNCING ITS LATEST 
RELEASES IN 20MM SCALĘ 

H STAR WARP ONE" 

DESIGNED BY 
S. TOFANO & 0. GORDON 
IN 54mmBY C. SANDERSON 
THE FOLLOWIN6 RANGES 
THE 1001 ARABIAN NIGHTS 
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Lists 20 c SASE 
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MONARGH MINIATURES 
P.O. Box 4195 
Long Island City, N.Y. 
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By PHILIP O. STEARNS 


COLLECTABLES 


1 

MGNARCH MINIATURES INC., P.O. 
Box 4195, Long Island City. New York 
11104, 

Leaving no stone unturned here in 
America our old friend August Benk- 
hart has sprung into the 25mm war 
gamę field with a series of weird ar- 
mored vehicie and sonie very strange 
and delightful litLIe creatures which 
should oertainly dclight the games fan- 
ciers, These are all created by that soft 
bearded gianL Stephen Tofano, w ho 
keeps re-emerging in all sorts of eon 
ners, We look forward to morę of these 
amusing pieces in the not loo distant 
futurę. 

2 

IMRIERISELY MINIATURES INC., P.O. 
Box 89, Burnt Hills, N.Y, 

Continuing on in their Knightsof the 
Round Table this firm introduces two 
foot figurę and a mounted page blowing 
a trumpet with all the heraldry careful- 
]y designed on the tru mpet ban ner and 
tabbard. These will fi t we U inio the pre- 
eeeding figures in this very pleasant 
series, 

3 

BARTON MINIATURES LTD., U.S. 
Distributor Corporal Tu na Supply Co. 
Inc, T 855 Mayfair Road, Akrom Ohio 
21224 

This beautifui 90mm figurę frorn this 
outstanding firm should be a joy toany 
w ho purchase fi foragain, although ii is 
a true Hoplitę preseniation. it can so 
easily be adapted to heroic figures such 
as Tarł Cabott, Warrior of Gor or many 
others from similar tales. As with all 
Barton figures the human anatomy is 
superband the sculpting Ieaves li Ule to 
be desired. 

4 

INVESTMENT ART COLLECTION* 
49-57 High Street, Droitwich. Wores, 
England. 

These two British Civil War 120mm 
figures are by Ron Cameron and 1 have 
ineluded them among our figures for 
they ean eąually serve piratical por- 
trayals and they are beautifully 
animated and posed so as to work we li 
witheach other. We have eonie toknow 
and respect Ron Cameron work at 
Tradition and Airfix as well and his 
workmanship is of the highest ąuality. 
These and the others in the linę will 
make superb additions to any collec- 
tion. 

5 

ARES MINIATURES, U,S. Distributor 
Skirmish Linę Miniatures, Box 405M, 
51 South Street, Room 100. Morris- 
town, New Jersey 07960, 

This Italian firm is providing a num- 





ber of packages of aceessories which 
will prove invaluable to all vignetteand 
diorama makers; they include many 
plates. sauecers, dishes, cups T tables, 
lamps, stands and last but by no means 
least a figurę of a nudę man and woman 
with assortments of heads and arrns 
which can savc a lot of time and Lrouble 
if your sculpling skills are at aJI weak. 
These are all In the 54mm vein and arc 
all well recommended. 

6 

ART MINIATURĘ, 127, Route de Mak 
noue T 93160 Noisy-le Grand, France. 

54mm military pieces of ihe com¬ 
pany which has been one of the best 
manufacturers from France in recent 
years. They are one of the rare lirms 
who cover any of the less known but 
very spectacular uniforms of the An¬ 
cie nt Regi me 

7 

PH0ENIX MODEL DEVELQPMENTS t 
U,S. distributor Corporal Tuna Supply 
Co. Inc. 855 Mayfair Road, Akron, Ohio 
21224. 

Once again the magnificent artistry 
ofTim Richardshasbroughtusa pano- 
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ply of delicious goodies for our delecta¬ 
li on with a magnificent 8Gmm mer- 
maid perched on somc rounded rocks 
and draped with seaweed, a splendid 
Pegasus flying horse with rider, and a 
series of delightful Victorian characters 
including a fish monger. a British Bob- 
by, a Punch and Judy theater with op¬ 
erator and two astounded children and 
these, although not strictly fantasy, are 
so unusual as to be worth including in 
our review, All of these figures, as 1 
musi always say, rcpresent qualitv of 
the highest. which in standy set the fin- 
gers tingling with desire to paint and 
dioram i ze them. 

8 

HEARNE ORIGINALS, U-S. distributor 
Corporal Tuna Supply Co. Ino,, 855 
Mayfair Road* Akron, Ohio 21224, 
Sculptor Bill Heame, an old friend, 
has seen fil to en ter into the fascinating 
world of fantasy and has done so with 
much elan, starting first with a 
mounted barbarian on a rearing horse 
and a małe and female barbarian which 
can work most easily in a diorama set- 
ting. The figures carry all the style of 
Fraz zet ta and Yalłejo and should be a 


joy to assemble and paint. 

9 

TRADIT10N* 5A ShepherdStreet. May¬ 
fair, London W-L England. 

This most prestigious of miniaturę 
makers has finally tak en the plunge in¬ 
to the world of fantasy and with the ef- 
forts of Jcff Willis they present us with 
some special offerings of małe and fe¬ 
male warriors, wizards, creatures, de- 
mons, dwarfs and priests to dekle the 
fancy of even the most fastidious. 
These are all 54mm and will certainly 
compose the most varied cast of ehar- 
acters for use i n role playing gam es and 
dioram as. Bravo, Tradition, you most 
conservative of model makers! 

10 

T-REX, INC,, 3618 Dexter. Fort Worth, 
Tcxas 76107. 

This company manufactures all this 
mini-futuristic eąuipment in designs 
especially in aecordance with specifica- 
tions set for the gamę of SP ACE OPERA 
and they have such provoking na mes 
as the TERRAN UNION and the AZUR^ 
ICH IMPERIUM. Although very smali 
indeed they re present superb q u ality in 
man u fac turę and d e tai L ■ 
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Horses 

Cantinne-d Jram pctge 3? 

of hair or fur used). Clay can also bc 
used to heighten or reshape the lail 
slightly, although ifadiffferent position 
Ls reąuired, such as moving from one 
side to the other or pullitig back out 
from the body, this should be done 
when remaking to the hot water. 

A t this poin l, 1 take an Exacto kn ife or 
sand paper. and remove alt the molded 
ridgeson the model, whieh usually run 
down fronts and backs of the legs. and 
underneath the neck, An area that 
generally needs extra attention and 
"cleaning'" is around the fet locka just 
above and behind the hoove$, 

Naturally Lfyou wanted a unicorn or 
winged horse model, you would do Lhe 
horn or wings (or both) with the clay 
also, 1 ihink IL would look better, morę 
natural. to mold thcm onto (he model 
before painting, rather than do them 
separately and glue on la ter. If you 
didn t want a hair m/u they can be 
sculpted from the clay also. Seal and 
finish any clay parts with glue or other 
materiał. U can bc fragile when dried. 

Next, of course, comes the painting, 
and I have used oils, aerylics. spray 
paintsand even watercolor. Generally 
though, tubę aerylics are used beeause 
of Lhe easy mixingof colorsand fastdry- 
ing time, l only use oils when 1 have 
pleń ty of time and want to dosome ex- 
tensive blending, but i always add a lit- 
tle cobalL siccative to the oil paint so the 
model willdry ovemight, orał least in a 
co u ple days. Unlike human type 
figures, the model horses will not be 
wearing clothes or cloth (excepi 
perhaps for a saddle or costume drape), 
and so the en tire body must be paimed, 
and shaded if possible. Kcep in mind 
that, unless you have the model glued, 
nailed or otherwise mounted on a base 
(reąuired in remakes standing on two 
feet or an otherwise precarious posi- 
don) you will have to hołd the horse by 
one foot (or the lail if it’s especially 
secure), to do the repainting, and they 
are heavier than human figures. Bc- 
cause of this, I paint the model, star Ling 
at the head down to the feet, painting all 
the feet except the one(s) 1 need to hołd 
the model bv, and Lhen finish the last 
foot when lhe model is dry, (Since you 
dont want to completely re~mix an ex- 
act color, it's a good idea to have the feet 
black sueh as a bay horse, or w Uh wbite 
socks.) 

Most colors are easy to mix, but 
newcomers almost always have trou- 
bie with chestnuts, palominos. and 
buckskins. Unless you absolutely haue 
to have a palom ino or buckskin color 
horse, it ł s besi to avoid those sińce, 
even when you finaily get lhe correct 
shade you want, different Hghting 
tends to completely ehange the color, 
lVe seen many iovdy golden pało- 


mi nos go inside fora live show r and end 
up looking green or orange. A niee me¬ 
dium chestnut can be obtained easily 
by mixing red oxide with a touch of 
black, the morę black added the darker 
and morę brown the color. For a lighter 
chestnut or sorre!. add some raw sien¬ 
na and yeliow. lfyou want anappaloosa 
or pin to (always colorful and eye-catch- 
ing} or an apple grey, it's besl to look 
ihrough some real horse ma gaz i n es for 
good, natural looking patlerns, and you 
can get some great netu ideas from 
these as well for positions or eołors, 
Looking through one of the model com¬ 
pany^ ca lalogs can help a lot, as well as 
give you an idea of w bat is availabk\ 
(The several mail order companies that 
handle these piast ie models are happy 
to send smali catalogs with fuli color 
pholos of every model currently madę 
by the modę ling company f? 

In add ing a hair manę and taił, usual¬ 
ly craft fur, availabie at most art/hobby 
Stores, is used and comes in a variety of 
colors, Cut the fur into slrips aboul 

I ł /ś~3 inches wide. then part off smali 
segment sand cut thcm from the back- 
ing materia! forapplication with glue to 
the model. Only cut as much as you 
think you will use—you can always cut 
another piece and already-cut fur is an- 
noying to try to storę away. Correct 
detali Ing of the eyes and shading of face 
and feet for reaJistic appearancc ean 
make an important dilTerence in the 
tlnishcd model. One easy trick is to 
touch up the eyes with elear nail polish 
to bring them out morę, 

Of course, it would not be unusual to 

II nd a model that is already the correct 
size and position, Even if the model is 
not the color you need or want for you r 
diorama, simplc repainting can be 
done ąuickly and easily. For while, 
black, grey or brown color horses, I gem 
erally just use spray paints beeause 
they give a smooth, even finish and are 
the fastest and easiesL If lack (saddles, 
bridies, hal ter s r hamess) is reąuired for 
your scenario, you have a choice of 
inaking it yourself or buying a set from 
a number of different tack makers. 
English style sets are generally ąuite 
reasonable, a few dollars, but good 
Western sets run aboul $ 10-25, If 
youre planning to do jnore than just 
one or i w r o horses t hat req uire tack. you 
mlght want to learn how to nu\kt the 
tack yourself, Beeause costumes are al¬ 
ways different from each olher in 
styl es, you will probably have to make 
this yourself if you need, say, an Arabi- 
an type costume. 

All of this is just the 'lip of the ice- 
berg,” The worłd of model horse show- 
ing is much deeper, extensive and de- 
lailed, I can already pieture dioramas 
with unieoms, winged horses, and 
someday perhaps even handsome or 
fieree centaurs madę from human and 
horse models eombined! I have not 
bcen abłe to start a slabie of unieoms 


and winged horses yet due to limited 
space, bul hopc to someday soon. 

In the meantime, imagine your fig¬ 
urę. perhaps a proud barbarian war- 
rior/hero—wouldnl he look cven bet- 
ter, morę dramatic, sit ling astride or 
holding the reins of a proud, praneing 
winged stallion? A princess could be 
even morc royal-łooking and beautiful 
stand ing in front or along side of her elc- 
gant, richly adorned w hi te sleed. And 
w hat lovdy fantasy diorama would not 
be morc "dreamy" and fantastic 
without a grace ful unicorn in Lhe back- 
ground, perhaps on a hill top? 1 have 
seen some fantasy/SF dioramas with 
horses in them. but with the addition of 
the piast ic models lor rc mak ing/re¬ 
pa i n U n g, the k n o w 1 e d ge a va i la b le from 
the model horse showers, the fuli ex- 
tent of lhe possibilities for horses in fan¬ 
tasy modę ling has not yet even begun 
to be realized. ■ 



Two pulty winged pegasi. 


For meta! figures and 
minfatures of alf types 

Now you can spray on a 
smooth. even coat of 
primer that tfnes skirr- 
tight without plugging or 
obscuring thehne casting 
dotail of your mimature. 

High apherence coating 
provides an e^celtent 
bond to metal and is re- 
sistant to chipping or flaking Vefvety fiat 
fmish provides just enough tooth "to make 
miniatures easier to paint and detaif 



This neutraf light gray color covers easily 
and ps the perfect base coat for all water- 
based orsolvent based paints 

From start to finish — depend on Roquil- 
Polly S to finish your fine miniatures 


MA9 Figure-Primer 
Soz. can S2.9B 


Floqull-Polly S Color Corp. 

Route 30 North 

W Amsterdam, New York 12010 
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At last. .. 

a professiortal, full-color 
magazine that covers 
everything in 
the wonderfui world 
of modeling! 

FANTASY FIGURES 

From magnificent heroes and $exy 
heromes to dragons and elves and 
dinosaurs and all the other incredible creatures 
of fantasy, here are color photos gaJore in 
each exciting issue. 

MILITARY WIODELS 

Experts of the field have called mifitary 
modets the greatest fantasy of all—here are 
colorful troops of all ages in history— 
famous warriors in fuli regailia— 
powerful horses, scenes of battle and action. 




MAKING SPACESHIPS 

Science fiction hardware, one of the most 
popular branches of fantasy modeling, 
expfored in each issue in vivid f detailed color 
photos and step-by-step construction 
pictures. 



gaming 

This aspect of fantasy modeling is a grow- 
ing newexcitementaroundtheworld-“ 
Professional war games, board games, 
electronic games, participation games and 
all sorts of wild, wonderfui fantasy games 
that have been invented and produced 
by locaf fans and companies. 

BOOKS 

A review of valuable pubfications which you 
ought to have on your library shelf—books 
about modeling, fantasy and science 
fiction art, interesting reiated topics. 


CREATING DIORAM AS 

Fantaslic miniaturę settings for fantasy figures— 
how to assemble ornate furniture, props, 
painted backgrounds, and special Mghting for 
dramat ic effects. 


A look into the private showcases of serious 
collectors—rare and wonderfui items 
that have been accumufated and preserved 
over the years. 


From plastic to metal, each issue includes 
Information on the most outstanding 
manufactured kits available— their faufts, 
behind-the scenes looks at their making, and 
the best examples of assembly-line modefs. 


KIT BASHING & SC RATO H 
BUILDING 

The two most popular methods of model 
building—the creative differences between 
them—some incredible examples of each 
approach in every issue, 

NOT AVAILABLE AT NEWSSTANDS 
SUBSCRIBE TODAY AND SAVE!! 1 
(Regular cover price: $2.50 per issue) 


DEPT. FM6 


Send cash, check or money order to: 

FANTASY MODELING 475 Park Ave. South New York, NY 10016 

Yes, at last I can subscribe to a magazine that covers everything in the wonderfui World of modeling. 


One Year £9.99 
(four quarterly issues) 
U,S. and Ganada 

Foreign $12,39 
(surface mail) 


NAME 


ADDRESS 


CITY 


STATE 


Ptease allow 4 to 8 weeks for delivery of first issue. 


ZfP 

Satisfaction Guaranteedi 





































Ali Books In This 
Speciol Series 


* Guality high-gloss paper. 

* Big page format. 

* Rare photos and valuable 
reference data. * A must for 
every science ficfion library! 

* Availobie at Waldenbooks, 
B. Dalton BookseHers and 
other fine book Stores. Or 
order directly, using ttie 
coupon below. 


Latest Releases 




SCIENCE FTCmOftt, ADVEftlTUflE AND 
SOPERHEBOES 


SPACESHIPS 

(new enlarged editton) 

$7.95, 96 pages 

The most popular book in this series 
hos been expanded to three times 
the pages and updated with dozens 
of new photos from every movie and 
TV show that features spoceships-the 
dreom machines! Many in fuli color 


HEROiS 

$3.95, 34 pages 

From Flash Gordon to Lukę Skywalker. 
here is a thrilling photo scrapbook of 
the most shming heroes in science- 
fiction movies. TV and literaturę. 
Biographies of the men and women 
who inspire us and bring tńumphant 
cheers from audlences. 


TV EPISODE GUI DES TOYS & MODELS 

Science Fiction, Adventure and $3*95, 34 Pages (Avallabłe 
Superheroes $7.95, 96 pages October) 

A complete listing of 12 fab ul ou s A photo-fited gu ide to the fantastic 

science fiction. adventure or superhero wor\ó of toys and games There's 
series. Each chapter includes everything from Buck Rogers rocket 

(a) complete plot synopses (b) cast and $ kates to a mini Robby the Robot' 
crew lists. (c) dozens of rare photos, Full-color photos showcase coltec- 
mony in FULt C 3 PLOR tions spanning fóur generations. 


yiLlAINS, $3.95 SPtCIALIFFICTI, VOL. II $PACi$HIP$ $2.95 ALLEN* $7.94 

34 pag ©s 1 fuli c ol or throughout $7.9 5 f 94 pagai W W», o v#rPhoto* 94 pag#», o y*t 2 OO pfrtło* 



FANT A STIC WORLD* $7 95 
94 pag#t, ov#r 200 płiofoi 


SPACE A PT $4. 95 
{$13 tor d»iux«) 

194 pag«,fu1l color ttiroughout 


SPICI AL EFFECTS, VOL. I $4.95 
94 pag*!, fuli color through out 


SCIENCE FICTION WEAPONS 
$3.95 

34 pagv*,ful!l color tfiroughauf 


P04OTS $7.95 

94 pogaś, tuli color Itiroughoul 


Add postage to your order: 


NEDOES.$3.95 

V1LLAINS..$3.95 

SPACESHIPS l.$3.95 

WEAPONS..$3.95 

TOYS & MODELS.. ..$3.95 
Prices. for otl of the above: 


_3rdCla$s $lOO eo 

IstCIass $125 ea 

_Fareign Air $225 ea 


SPACESHIPS 

(n#w enlaraed)... .$7.95 

SPEC IAL EFFECTS VOL. U 

...$7.95 

TV EPISODE GUIDE BQOK 


$795 

ALIENS.$7.95 

FANT A STIC WOPLDS 

.$7.95 

ROBOTS.,57.95 

Pfites for Oli Of the ObOve 

_3rd Claw $175 

_lst Closs $1,55 

_ForeignAu $250 


SPECIALIFFICTS . $6.95 

_3rdOoss $1.50 

_lst Ctoss $200 

_ForeignAir $550 

SPACE ART 

Regular Editio©.$8.95 

Defuxe IdHtOrt,.. ,$13.00 
Regular Edition 
DefuK© Editio© 

_.U S. Book rates 

$200 ea 

_U.$. Pdority $2.57 reg. 

$3.50 deluxe 
Foreign Air $7.00 reg. 

S8.5G deluxe 


Send to: 

STARLOG GUIDE BOOKS 
DEFT. FM 6 
475 Park Avenue South 
New York, NY IGO 16 


totalenciosedS_ - - _ 

NYS residents add sales la* 

Please allow 4 to 6 weeks for delivery of 3 rd Class 
mail. First Class delivery usually fakes 2 to 3 weeks 


Nome 


Address 


City 


State Zip 

ONLY U S,. Australia and New Zeaiand funds accepted 
Deolers: Inguire for Wholesale rates on Photo Guidebooks. 

NOTĘ: Don't want to out coupon? Write order on separata piece of paper 










































































